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Cast your lustful gaze over the astonishingly 
beautiful Audi TT. Dream about having a pile of money 
big enough to afford Aston Martin's $349K VI2- 
powered DB7 Vantage Volante, and take solace in the 
: fact the tiny giant killing Peugeot 206 GTi is less 

than one tenth its price. 


It's all here in PCOTY ^000 The Video 

* r -r 

To order your copy of MOTOR'S Performance Car of 
the Year 2000 video, please post this form to 
RP113 Post Office, Oakleigh 3166 (be sure to 
enclose your cheque if that's how you're paying). 
Or, if you'd prefer to do things the easy way, call 
Allan on (03) 9570 9204 during office hours 
v«ith your credit card details handy. 
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You've read the book (well, the 
.mag at least), now see the video 

Join us as we put no fewer than 22 of the world's finest 
performance cars through their paces during MOTOR'S 
exhaustive Performance Car of the Year test. 

Watch as MOTOR'S team of expert judges test more than 
$2.2 million worth of exotic machinery over five days on 
proving grounds, racetracks, public roads and at driver 
training facilities. 

Listen as the judges rip each other to shreds over their 
choices. See a live fly being swallowed. Ride with Cameron 
McConville as he clocks the fastest recorded time for a 
production car around Holden's Lang lang proving ground 
- and a shattering top speed of 293 km/h in Porsche's 
ferociously powerful 911 GT3. 
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See page 110 for full playing instructions 
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Slip our digital Prisbee in your 
machine and get busy with the 
best PlayStation games found 
on this planet. 

Le Ilians 2M Hours Pl ayable 

Spend a day at the circuit racing a car for 
Team Augusta in the world's most famous 
motoring event. 

Plauable 


Try our demo and you too can sing LUhat 
a feeling/Driving on the ceiling!" as we 
give you the chance to test this 
impressive sequel from the LUipeout stable. 


Soace Debris 


Plauable 


A taster of next month's playable demo of 
this destructive little number. 


Cool Boarders M 
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DEmOLITIOn RACER i 


Part 2 

This month sauj the greatest games console 
release ever. PlayStation2 ujent on sale to 
the public in Japan, and the public in Japan 
ujent mental. Shops sold out of machines in 
20 minutes. People camped out all night to 
get their hands on a machine. 

ITIuch of the forthcoming retail for 
PlayStation2 is likely to be done via 
e-commerce over the Internet. On the first 
day that Sony luelcomed sales inquiries to 
its Japanese site it received 600,000 
hits from people wanting a machine. It's a 
huge story and our lead neius feature. 

In Europe, America and Australia, 
hoiuever, the launch date remains sin months 
away. lilith that in mind we'll start to build 
our coverage slowly towards that release 
and make you aware of what you can expect 
from the second coming of PlayStation. 
They're incredibly exciting times. 

For now though, you don't own a 
PlayStation2, you own a PlayStation. It's 
something we won't forget. There are over 
1.5 million PlayStation owners in Australia, 
and we're still looking forward to another 
three or four years worth of games for the 
original machine. In fact, there are probably 
some games around now that we'll still be 
playing in 10 years time, let alone three. 

So if you thought that the future for 
PlayStation games was bleak, then think 
again. LLIe have the exclusive preview of 
Driver 2 this month and it's an incredible 
game. Our review section is also unreal: 
Colin fTlcRae Rally 2.0, Roll cage Stage II, 
Sgphon Filter 2, micro maniacs, Cricket 
2000, Die Hard Trilogy 2, mediCvil 2, 
Theme Park LUorld, and the one that got us 
hyped up this month, Beatmania. It's an 
incredible array of games for one issue, and 
proves that there's plenty of life left in the 
PlayStation yet. PlayStation 2 will be great, 
but PlayStation is already great! And it 
keeps on getting better every day. 
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IP IT'S ABOUT PLAYSTRTIOA HAD IT HAS 
HAPPSAED THIS fllOATH. THBA IT'LL BE in THE 
AEHT 26 PAGES... 


T he PlayStation2 is now on sale in Japan after the 
most successful launch in the history of 
videogames. Almost one million PlayStation2 
consoles were sold on the first day of sale - about 
10 times the number of PlayStation consoles sold 
during the launch five years ago. 

As the sun rose over Tokyo on March 4, you could 
feel the excitement on the streets of electronics 
district Akihabara, where up to 10,000 enthusiastic 
gamers, from school children to businessmen of all 
ages, patiently queued for game stores to open. Most 
stores in the Tokyo district sold out of machines 
within hours on the opening day. 

The shelves were packed with the 10 PS2 launch 
titles, and 1.3 million games were sold on the first 
weekend alone. The superlative racing game Ridge 
Racer V was the pick of the launch titles and the 
most common purchase in the bags of PlayStation2 
shoppers, followed by Koei’s majestic strategy title 


600,000 inquiries in the first minute it went live. Sony 
is currently producing about 500,000 PS2 consoles 
a month to try and keep up with demand in Japan 
and prepare for the launch in the rest of the world 
later this year. 

Christmas came very early for the first person in 
the world to buy a PlayStation2, Santa Yamagishi. 
The 22-year-old took Friday off work and camped 
outside the Messe Sanoh game shop in Akihabara 
from 9pm on Thursday. At 9am Saturday morning, 
after a 36-hour wait, the store opened and Yamagishi- 
san eagerly parted with 63,000 Yen in exchange for 
a PlayStation2 with Ridge Racer V and Drum Mania. 

The father of the PlayStation, Ken Kutaragi, said 
he was extremely happy with the launch. “Five years 
ago, there were not as many people as today,” he 
said. “This morning, I have been to Shinjuku, Shibuya 
and Akihabara, and I was surprised by the number 
of people waiting to buy their PlayStation2, and 


you would have to expect the launch to go very well.” 

Mr Ephraim said he was very happy with the current 
level of interest in PS2 in Australia. “The exciting thing 
about the awareness in Australia is that people who 
are not gamers are saying that they will wait to buy 
a DVD player ’til PS2 comes out. With comments like 
that, you would have to assume that the awareness 
has gone way beyond the gamer and has hit the 
mass market for consumer electronics.” 

In the frenzy to be one of the first to get hold of 
Sony’s next-generation PlayStation2 console, 
consumers camped outside Tokyo stores with 
sleeping bags. TV commercials, broadcast on all five 
private national networks in Japan, had been enticing 
buyers in the countdown to the launch — but they 
were unnecessary in meeting Sony’s goal of one 
million sales in the first two days. And Sony had the 
benefit of free advertising from every TV show, 
newspaper and magazine in the country. Interest from 


"RS THE sun ROSE OUBR TOHYO, YOU COULD FEEL THE EHEITEdlEnT On THE 
STREETS OP RHIHRBRRR, WHERE UP TO 10,000 GRIDERS PRTIEnTLY OUEUED..." 



Kessen and Konami’s incredibly fun music game Drum 
Mania, which comes with a drum pad peripheral. 

The other titles released included Capcom’s beat 
’em up Street Fighter EX3, Jaleco’s dance game 
Stepping Selection, From Software’s first-person role- 
playing game Eternal Ring, ArtDink’s train sim A-Train 
VI and a few Japan specific titles. 

announced after the launch weekend 
that sales had reached 980,000. There 
were' a total of 26,400 retailers, 
including 18,500 convenience stores, 
selling the PS2 across Japan. Sales 

of PlayStation2 on the 

playstation.com Web site exceeded 
380,000. The lead up to the 
PlayStation2 launch generated 
phenomenal online 

interest, with the 

PlayStation site 

recording 



also, particularly, by the impressive number of 
media. This impressive number of journalists shows 
that everyone and every media, not only the games 
media, is focusing their attention on the PS2, and 
I am very glad and happy of it. Today, fortunately 
it didn’t snow and it didn’t rain, but it is cold, so I 
hope that everyone waiting here will get their PS2 
quickly and play on it.” 

Kutaragi-san, President and CEO of Sony Computer 
Entertainment, said the launch of PS2 was a significant 
landmark in the history of home entertainment. “Just 
as the PlayStation brought interactive gaming to an 
unprecedented mass market, the combination of 
PlayStation2’s breathtaking digital graphics, superb 
sound and DVD video will open the doors to a new 
computer entertainment experience in the home.” 

Managing Director of Sony Computer 
Entertainment in Australia, Michael Ephraim, 
said the Japanese launch went “extremely 
well”. “When a product has approximately 
95 per cent awareness prior to launch, 
which is what was the case in Japan, 


the world’s press was also phenomenal, suggesting 
that we have begun a new chapter in the history of 
home entertainment. 

Sales of the PlayStation console currently exceed 70 
million worldwide, including over 1.5 million in Australia. 
Sony says PlayStation2 is designed to bring together 
movies, music and games to form a new world of 
computer entertainment. 
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The land of the rising sun on PlayStation2 launch day. Many dedicated gamers spent 
several nights sleeping on the streets in line for a PS2. The PlayStation Festival, held just before 
the Japanese PS2 launch, attracted excellent crowds. PS2 software sales in Japan 
have been strong, led by Ridge Racer V. Is this the luckiest man alive? Twenty-two-year-old 
Santa Yamagishi was the first person in the world to buy a PlayStation2. Drum Mania, which 
comes with a brilliant drum pad peripheral, was a very popular choice among early PS2 adopters. 

The PS2 comes with a utilities disc in Japan which includes demos on how to get the most 
out of the console’s abilities. Christmas came to Santa’s house early this year, and he was 
generous enough to let one of his elves play with his new toy. Sony Computer Entertainment 
Australia’s Michael Ephraim said the success of the PlayStation2’s Japanese launch bodes well for 
a repeat performance when the machine hits Western shores later this year. 
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The PiayStation2’s boot-up 
sequence is a delight and 
will evolve over time. 


PlayStation 2 


PlayStation 


PSM is now the envy of PlayStation fans across the country after scoring 
a PlayStation2 console from japan. Here’s our first impression of the beast. 

The system is packaged in an attractive large blue box and includes 
the console, Dual Shock2 controller, 8Mb Memory Card, cabling, manuals 
and utilities disc. After seeing pictures of the PS2 so often, most people 
wilt probably be surprised at the compact size of the console. It’s only 
about the size of an A4 sheet of paper, but still fairly heavy for its 
dimensions. There’s no denying that it’s an attractive machine, with its 
slick electric blue highlights, but it certainly doesn’t fit the mould of a 
traditional console. 

The Dual Shock2 controller is nearly identical to an original Dual Shock, 
aside from the blue ‘DualShock2’ that adorns the area near the cord, a 
lighter feel and an attractive matt black finish with small silver specks 
throughout the casing. It also features tighter ‘snap to centre’ sticks for 
both the analog joysticks, allowing more delicate movements. The Memory 
Card seems to be very fast, and features cute animations on the memory 
management screen. 

Hooking the system up and switching it on, the boot-up sequence 
appears. The black screen fills with blue smoke and grey boxes, as well 
as swirling lights. These lights zoom in and become part of the on-screen 
display, swirling and playing around in a circle. It is all rendered real-time, 


and will change over time and with different game discs. After the boot, 


two choices appear on-screen: Browser and System Configuration. 
Configuration options include clock, screen size, sound system and 
language. The browser option lets you select Memory Cards, audio CDs, 
game discs and DVD movies. 

The game boxes are in DVD-style plastic cases, but modified to include 
a Memory Card holder, with cards fitting snuggling into the box - very 
handy. The centre button that holds the disc in place until it is pressed 
also works better than any others we have seen. DVD playback and features 
are excellent. Films are bright, crisp and very clear. The only thing missing 
is a remote, but that is certain to be addressed. 

There’s little doubt that this is a superbly crafted machine, and should 
become every bit as popular as the existing little grey box. 13 
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The wood-grain look remains a classic. 


Few commentators have mulled over 
the significance of Sony’s decision to 
engineer P!ayStation2 as a piece of 
living room entertainment hardware. 
Sure, it has been said that its design 
values draw strange parallels with 
1990s Bang & Olufsen and, perversely, 
1970s Bush, but how will this new 
console’s aesthetics impact upon its 
consumers? Once upon a time, such 
considerations were irrelevant. As 
committed fans — some would say 
' geeks — videogamers didn’t give a 
\ fig about a games machine’s looks; 

' the only relevant factor was 
performance. How else could the 
ugliest console ever conceived. 
• J the faux wood-veneered Atari 
VCS, have ruled the gaming 
world in the late 70s/ear!y ’80s? I 
don’t have a portable MP3 player; my 
mobile phone can’t browse the Net. 
and I don’t own a toilet capable of 
analysing my stools and sending a 
report via modem directly to my GP 
(yes, such things do exist in japan). 
But I do appreciate the value of these 
things. However, it’s their 
functionality, not form, which piques 
my interest. Who cares what the box 
looks like, so long as it’s capable of 
pumping out car models as glorious 
as GT 2O0(7s? I can’t say that I do. 
But to joe Casual Consumer, who’ll 
happily go and buy a car “because it 
looks nice”, the package can be as 
important as the content. Sony wins 
by styling the PlayStation? so it 
appeals to consumers at every level 
from, “Wow, a PlayStation2 H cool” to, 
“Daddy, what does that do?” Either 
way, Sony has created a monster 
whose image may one day be as 
ubiquitous as the Walkman’s. 
tony Mott is editor of gaming bible, tidge 


It’s what’s under the hood that counts. 
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Ridge Races to the Front of the Pacts 
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MICROSCOPE 


T he japanese weekly Famitsu , the 
biggest-selling games magazine in 
Japan, reviewed PS2 launch titles to 
coincide with the console’s release in 
Japan. Ridge Racer V received the best 
review and a “platinum” rating (over 35 
points out of 40), which is a rare honour. 
Few PS2 games fare badly at the hands 
of the very tough critics at Famitsu, a 
good sign because developers had very 
tight deadlines to release games for the 
japanese launch. Ridge Racer V notched 
an impressive 36/40, while Street Fighter 
EX3, Drum Mania, Stepping Selection and 
Kessen all scored 32/40, highlightingthat 
the PS2 had many worthy purchases on 
launch to complement Ridge V. Next 


month PSM will present our verdict on 
all the launch titles. 

Here’s Famitsu' s scores and a 
summary of their verdicts: 

RIDGE RRCER U [flamco) _ 36/MO 

Great visual and sound and interesting 
vehicle upgrade feature, but no real 
advancement for the series. 

STREET FIGHTER EH3 [Capcoml 32/MO 

Great graphics and character edit mode, 
but not quite revolutionary. 

ETSRflRL RlflG [From Softiuare) 25/MO 

Good graphics and ring development 
system, but the title seems to be rushed 
out. 

HESSEfl IHoei] _ 32/MD 

Great visuals and depth. Requires high 


level of strategy; a guidebook is <3® 
included for beginners. ^ 

STEPPIflG SELECTIOfl [Jaleco] 32/MD 
Great video clips, fun to play with 
the Stepping Controller. 

DRUffl mflfllR EHonami] 32 /MO 

Great drum controller, but 
bit too small. The duel play 
a big plus (Drum + Guitar). 

ERDTRUISIOn [SCSI 31/MO 

Beautiful rendition of fireworks 
Great puzzle game with deep a 
gameplay. 

R-TRRin VI [RrtDink SLG1 28/MO 

Good simulation, great camera 5 
navigation function, but control is 
a bit difficult. 


RentGen 4 


The quirky Fantavision was well received, but Ridge Vv/as the star. 


PS2 OBR 


RRSIUERS TO VOUR ROST COmROOLV ASHED PLRVSTRTIDR2 QUESTIOAS 


A. September has been mooted, but 
October looks more likely to avoid clashing 
with the Olympics. 

A. Sony has said it should cost around 
the same as the PlayStation when 
launched in 1995, which was $699. 


A. This is not yet known, but it is likely 
there will be many more titles than were 
available at launch in Japan. 


A. Yes and yes. 


A. Most of Sony’s PlayStation2 images 
have featured little blue support 
stands, however, the 
unit comes with 
rubber footings on its 
vertical as well as 
horizontal sides and does, 
not need the stands. 


A. Ejecting the disc drive shows how the 
discs magically stay in place while the 
system is standing upright — Sony has 
put a small lip on the bottom of the disc 
caddy to keep the disc from falling. 


A. The PlayStation logo is held against 
the front of the CD tray by a small spring. 
When the console is turned from 
horizontal to vertical, or vice versa, the 
logo can simply be twisted 90 degrees. 
Cool, eh? 


A. We haven’t found any that don’t, but 
Sony has reported a number of obscure 
Japanese games that aren’t compatible. 


A. Sony promised that the PlayStation2 
would play your existing PlayStation titles, 
and it has delivered on its pledge. And 
while all of the old games will look 
basically the same (the PS2 uses the 
PlayStation engine chip) users can choose 
in a menu to change texture mapping from 
“compatible” to “smooth”. Graphics are 


smoothed out and filtered so that sharp 
edges and rough-looking pixels look 
cleaner. It’s not a radical improvement, 
but titles like Metal Gear Solid and Gran 
Turismo 2 showed slight, noticeable 
improvement. You can also change the 
CD speed from “compatible” to “fast”, which 
will help decrease load times but causes 
problems with streaming video in titles 
like Final Fantasy VIII. 


A. No one really had any doubt that Ridge 
Racer Vwould be the game of the Japanese 
launch, and it sold by the truckload. The 
graphics are incredibly fast and detailed, 
with extraordinarily beautiful backgrounds. 
But it’s not a revolutionary title, it plays 
very similarly to Type 4. Fortunately, by the 
time the PlayStation2 launches here, there 
will probably be dozens of first-class games 
giving Ridge Racer a real run for its money, 
including Tekken TagTournament, GT2000 
and hopefully Munch’s Oddysee. 

0. SHOULD I IrtlPORT fi JRPR0GS6 PS2? 

A. Because local (PAL) games and local 
(Region 4) DVD movies will not play on 
a Japanese PlayStation2, you’re better 
off waiting. It’ll cost you a fortune, 
anyway. 
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DR HOLLVUIODD IS KflOCKIRG. CRD 

someone lbt thb mnn in. 
PLeRse? 

Dino CRISIS 

;• "Rn eHpefiment to save the future unleashes the horrors of the pastj 


m 

• 1 
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•4 The Director 

David Fincher (Seven, Fight Club) 

y 

The Plot 

Brilliant renegade test-tube jockey Kirk has his research into a new 
form of clean energy thwarted by the government. He fakes his own 
death and sets up a private facility on a remote island. A team of three 
special and elite agents parachute onto the island. Their mission: find 
Dr Kirk, discover the nature of his experiments and bring him back 
alive. Slight problem: Ibis Island appears to be inhabited by homicidal 
dinosaurs. Might the monsters be some kind of terrible by-product of 
Kirk’s fiendish tinkerings? Could be... 

4 The Pitch 

It’s Jurassic Park for grown-ups. 

4 Green Light or Development Hell? 

There’s maybe a whiff of Development Hell about this one, despite the 
players. After Seven and Fight Club , Fincher would be perfect to trans¬ 
form the straight-to-video feel into something sleazy and stylish. 
Sorvino has proved she can mix up sussed and sassy, and beefy bass- 
player Keanu more or less squashed the can-he-act? rumours with The 
Matrix. Jackson would be ace as wisecracking hacker Rick and Norton 
should definitely be given the chance to crank up his precociousness 
with a bit of a post-millennial Colonel Kurtz. We say: keep it claustro¬ 
phobic. Stick to the one location — dark, doomy, plenty of panic-but¬ 
ton moments. AND DON’T SHOW THE MONSTERS UNTIL HALFWAY 
THROUGH. And keep the puzzles. Get the audience involved (remember 
Die Hard With A Vengeance?). Oh, and keep the line: “This isn’t a joke! 
We were just attacked by a big-ass lizard!” 



4 The Cast 

1. Team Leader Gail - Keanu Reeves ( The Matrix) 

2. Weapons Specialist Regina - Mira Sorvino (Mighty Aphrodite) 

3. Electronics and computer specialist - Samuel L. Jackson ( Jackie 
Brown) 

4. Young, but mad, scientist Dr Kirk - Edward Norton (Fight Club) 

5. Homicidal dinosaurs - Godzilla and, urn, Godzooky. Of course ( Godzilla ) 



The PSM equation for Metal 
Gear Solid 2 is as follows... 


Meryl in a stealth suit, 
plus... 


An American city like Los 
Angeles, plus... 


Special Missions m$ 
designed on a PS2, pi 


IntegraTs first-person moi 
equals... ,m 


Possibly the most dazzling 
l and engaging game ever. 
We’ll see it at the E3 show. 




























Snake’s fifth outing thus far — for completists, that 
means Metal Gear (MSX), Metal Gear: Solid Snake 
(SNES), Metal Gear Solid (PlayStation) and most 
recently, Metal Gear: Babel (Game Boy!). 

But sod all that - it’s Metal Gear for PlayStation2 
that we’re after. Despite a tight-lipped Konami 
refusing to divulge any dirt, PSM has managed to 
glean the following on what Kojima-san has been 
up to... 

* The intro sequence for Special Missions was 
“produced using a certain piece of new hardware”, 
according to Kojima. Yes, you could already own 
a glimpse of what MGS2 looks like on PS2. 

* Although dropped for the PAL release, the 
Japanese Special Missions (called Integral) 
included a Qi/a/ce-style first-person mode. Despite 
Kojima’s protestations that this was just “an 
experiment”, the wise money is on this being 
included as a permanent option in the PS2 version. 

* Kojima has always admitted, “Hollywood action 
movies are a big influence”. Add on Net whispers 
about the sequel’s potential setting and Kojima’s 
recent meet with The Matrixc reators the Wachowski 
Brothers, it looks like Metal Gear's going Stateside 
for PS2. While some reports have alleged the sequel 
is based in New York, PSM is sticking its neck out 
and saying that like Kojima, Snake will be taking 
a trip to Los Angeles for the sequel. That said, 
John Carpenter’s Metal Gear-e sque Escape From 
New York was better than Escape From LA and... 

* Special Missions also featured a tooled-up Meryl 
Silverburgh, wearing a close relative of Snake’s 
stealth suit. Post-game sketches for The Art Of 
Metal Gear book show Meryl in exactly the same 
outfit. We’ll stick our neck out again and say you’ll 
be able to play as Meryl on PS2. 

* Hideo Kojima will be at this May’s E3 game 

show in LA. PSM will also be there to exclusively 
talk to Kojima-san about MGS2 AND bring you 
the first screenshots proper in the following 
issue! FACT! HR 
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BYTES 


Tony Hawk’s Skateboarding 2 
is in development. “With its 
all-star line-up of pro skaters 
and superb gameplay, Tony 
Hawk’s Skateboarding set the 
benchmark for the genre,” 
said Mitch Lasky, Executive 



Vice President of Activision 
Studios. “With Tony Hawk’s 
Skateboarding 2 we will take 
the skateboarding category to 
new heights.” One of the more 
exciting new features is the 
Skatepark Editor that will 
allow you to build your own 



dream park in real-time 3D. 
Your best efforts can then be 
saved onto a Memory Card 
and shared with friends. Also, 
you can modify existing 
skaters or even create your 
own from scratch. 

Gran Turismo 2 is setting 
sales records. The game sold 
more than 30,000 copies in its 
first week of release in 
Australia, making it the 
fastest selling game ever. 

Gran Turismo has sold over 
280,000 copies in Australia, 
the biggest selling videogame 
ever, and over 10 million 
worldwide. The PlayStation 
console also recently notched 
up sales of over 1.5 million in 
Australia. 

Top PC joystick maker 
ThrustMaster has announced 
it will bring its expertise to 
the console arena. 

Ubi Soft will develop 
games based on Disney’s 
upcoming animated feature 
film, Dinosaur, due out at 
Christmas. 

Fatboy Slim and Kid Rock 
will feature on the soundtrack 
to Infogrames’ fighting adven¬ 
ture Gekido. PSM should have 
a review next month. 




Only previously available to PC gamers, Commandos is in training for a PlayStation2 port. Expect lots of tactical action. 


Don't try this at home kids, you could grow up looking like this. 


ECW Hardcore Revolution promises to be the most extreme 
wrestling game the PlayStation has ever seen. It’s the latest in 
a long line of grappling titles from Acclaim, who recently invited 
PSM to New Orleans for a taste of the live experience. We tasted 
blood splashed from a ring where Lycra-clad loonies battered 
each other with wooden tables, steel chairs and baseball bats 
- and that was just for starters. 

Headline matches involve taking barbed wire, forks, piz 2 a 
cutters and staple guns to your opponent's face and head. 
Although admittedly choreographed, it’s strong stuff and makes 
WWf look positively fey. Some might say this is perfect for a 
game and it’s coming to PlayStation very soon. 

Acclaim has tried to sim as much of ECW’s violence, bad 
language and gore as possible. “ECW has all the ingredients 
videogame wrestling fans want,” reveals Acclaim president 
Gregory Fischbach. That’ll be violence, violence and more violence 
then. Expect ECW Hardcore Revolution to weigh-in with a 15- 
plus rating this month. 


Ho Time To Lose 

Anew shoot 'em up thro moms 


It’s going to be a blast: character sketches of Project Titan. 


C onsole owners soon stand to have their very own slice of 
unique commando action, the sort that’s only previously 
been available to PC gamers. Spain’s Pyro Studios has 
enjoyed worldwide success with its real time tactical hit 
Commandos on the PC, and now the sequel is heading to 
PlayStation2. The game features an infectious blend of convincing 
World War 11 based real-time strategy mixed with healthy lashings 
of tactical action. 

The new release will be based on the same WWII gameplay 
as the earlier titles, which sees you as a team leader in charge 
of up to eight highly elite troopers who each specialise in 
different areas of tactical warfare. Mission assignments will 
include such tasks as military ambushes, covert rescue 
operations, and successful invasion of fortified enemy bases. 
Each character’s abilities need to be utilised to their fullest for 
the success of each mission. The marine’s ability to scuba dive, 


the driver’s fetish for heavy tanks, the sniper’s love for tickertape 
parades (only kidding), and the others with their skills will all 
be called for at some stage during the missions. The ‘when’ is 
up to you, as mission briefings are simply handed down with 
a single objective, offering you full control of your team’s 
individual actions. 

Ample improvements have been made over the original, 
offering players greater interaction with the environment, a 
higher level of graphical detail over larger maps, and a new 
feature which allows players to enter buildings and negotiate 
them in full 360 degrees, climbing stairs, moving objects and 
opening windows and doors. At the moment everything else 
about it is ‘top secret’, just as you’d expect from a standard 
intelligence operation such as this one. We’ll have our spies 
keep an eye on it from now on, but the tip is that Commandos 
2 could be a PS2 launch title. 


It’s official: the long awaited PlayStation sequel to monster 
G-Con shoot ’em up Time Crisis will be called Time Crisis: 
Project Titan , And you won’t have to wait long - the game 
will be out in May. The game is developed specifically for 
PlayStation — it is not a conversion of the arcade’s Time Crisis 
II. Details are still scarce at the moment on this potentially 
explosive title, but PSM will bring you more next issue, including 
an interview with developers Namco in Tokyo. 
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The sequel to last year’s smash hit Syphon Filter 
is nearly here and PSM is giving readers the chance 
to win an exclusive Syphon Filter 2 pack, courtesy 
of the kind folks at Sony. 

The packs include a copy of the two-disc game, 
a Syphon Filter 2 Mag Lite torch, and a PC disc with 
hundreds of images and artwork from the game. 

To win, tell us in 15 words or less how you 
would use your Syphon Filter 2 Mag Lite if you 
were a winner. Write your answer along with 
your name, address and telephone number on 
the back of an envelope and send entries to 
Official PlayStation Magazine, PO Box 4089, 
Sydney NSW 1028, Australia. Competition closes 
April 30 and winners will be announced in the 
June issue of PSM. u 


Gabe has a good selection of moves. 


There’s loads of shoot ’em up action. 


Exciting videos between missions 


And the stealth element is realistic, 
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Pommy Bounces Onto PlaySti 

CRH THB PLRVSTRTIOn HfinOLS THIS fllUCH CL6RURGC 


It's a bust.. Pammy aims to be bigger than Lara. 

Pamela Anderson Lee, amateur film director and one 
of the world’s biggest pin-up models, is PlayStation 
bound. Ubi Soft has announced that it will bring the 
hysterically funny TV show VIP, starring Pammy, to the 
PlayStation in November. In the show, Pam plays a girl 
who finds hersetf propelled into the role of bodyguard 
to some of California’s biggest stars. The game will be 
a 3D action adventure, with players controlling Pammy 
as she attempts to protect her client with a range of 
“outlandish” weapons. Ubi Soft says VIP is aired in 60 
countries and “according to statistics, it is the most 
popular show among American teenagers”. Which only 
goes to show how dim our American chums are. 


Verdict 


■I 
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Thrasher: 

Skate and Destroy 


Tony Hatuk's 
Skateboarding 


T he coolest comic character is about to spin his 
magic web on PlayStation, and our spider 
senses are tingling at the prospect. PSM caught 
up with Chad Findley, lead designer at Spider-Man 
developers Neversoft. Chad says he’s happiest with 
“just being able to be Spider-Man. Swinging and 
crawling around...” He pauses. “Too cool.” 

Neversoft recently ollied into the spotlight by dint 
of creating Tony Hawk's Skateboarding. Chad said 
after the success of Tony Hawk, working on Spider- 
Man is a thrill. “I grew up picking up Spidey comics 
every week. When we were approached, we knew 
it would be a difficult game to put together, but we 
also knew that if we could pull it off, it would be 
one of the newest, coolest things around.” 

Cool it might be but actually capturingthe essence 
of Spider-Man in polygons was a harder task than 
originally thought. “We’ve mainly spent our time just 
trying to get the control and gameplay down. After 
all, a guy who can crawl on walls, swing from building 
to building, lift ten tons on a good day and avoid 
danger with ‘spider senses’ requires a very 
deliberate focus.” 

That focus has meant turning one of the world’s 
greatest comic characters into a full on 3D 
action/adventure - something that requires a good 


game engine. Thankfully, Neversoft had one that’d 
just worked a treat... “It’s basically a modified version 
of the Tony Hawk's Skateboarding engine,” confirms 
Chad. “We’ve added a different physics engine, some 
cool Bezier curve effects, wall-crawling and swinging 
stuff, etc... Being able to make Spidey swing and 
crawl around the environments fluidly is the coolest 
thing. The day that we could pick up the controller 
and make Spidey leap off a skyscraper, fire a web 
and swing hundreds of feet across the skyline, then 
stick to the wall and climb up to the next rooftop 
was when we felt that we had finally put the real 
Spider-Man in the game, and we were stoked!” 

The animation is smooth as silk webbing, and 
the action comes thick and fast. With a cast including 
classic villains like the Lizard and the Rhino, this is 
no slap-dash, licensed money-spinner. 


Lara Croft Finally Cast 

T0U1B RRIDGR fHOUIB COfniHG SODfl AS LRRR GQ6S PLRTinUfH 


Angelina Jolie Lara goes Platinum as thousands of lads from around the world oggle on the Internet. 


Thrasher magazine is The low-down 
the skateboarding 
bible, so you can 
rest assured that 
what’s in the game is 
skateboarding in its 
purest form. It’s a 
challenging game 
that features more 
realistic trick-based 
gameplay. A wicked 
soundtrack tops the 
game off. 


Bliss. Many of 
skateboarding’s 
current batch of 
superstars feature in 
the game, including 
of course, the 
greatest of all-time, 
Tony Hawk. With a 
more arcade feel 
than Thrasher, tricks 
are less realistic but 
much more 
spectacular. 


The game would be 
more enjoyed by 
hardcore skaters with 
patience. It offers a 
longer lifespan and 
the trick system is 
solid and fun. But 
with fictitious skaters 
and dull locations, it 
doesn’t match the 
mastery of 
Tony Hawk. 


Fantastic tricks, 
environments and 
challenging 
gameplay. The tricks 
and reward system 
makes this one of 
the most addictive 
games ever and 
should be 
considered by both 
hardcore boarders 
and non-skaters. 


Skaters have been long starved for a worthy game that 
they can call their own. Now they have two... 


Hollywood movie rag Daily Variety has let the cat 
out of the bag as to who will play the role of Lara 
Croft in the Tomb Raider film from Paramount. 
Angelina jolie, whose previous films include Hackers, 
Pushing Tin , The Bone Collector and Girl, Interrupted 
will play videogaming’s biggest icon, jolie has more 
than a slight resemblance to the digital Lara, with 
her pouty lips and generous cleavage. 

The Tomb Raider film’s storyline will position Lara 
Croft as a publishing executive and archaeologist 
with enough cash to travel around the world. With 


Simon West at the helm, the director of Con Air and 
The General's Daughter, the film is likely to feature 
plenty of action. The script, written by the team that 
wrote Face/Off, is complete and production is 
scheduled to begin within months with a budget of 
over $50 million. 

Meanwhile, Eidos has celebrated the Platinum 
release of Tomb Raider III by covering Lara Weller 
from top to toe in silver body paint. Lara fans were 
able to watch the transformation live on the Internet. 
We always suspected Lara was too cold and hard. 


Thrasher Skate and 
Destroy 
$89.95 (NZ$99.95) 


Tony Hawk's 
Skateboarding 
$89.95 (NZ$99.95) 


Game name 


Price 
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The Thunderbirds are heading to PlayStation2 in 2001. 

Cultpuppetshow Thunderbirdsis bound for PlayStation2. Publisher 
SCi has secured a deal to publish the Thunderbirds game in 
partnership with the show’s creator Gerry Anderson. “Everything 
points to another enormous success when Thunderbirds returns 
to our screens,” said the puppet master himself, currently 
remastering the original program for a re-issue later this year. 

SCi has signed up Deep Red Games to develop the title, 
which is currently being billed as a strategy action game. The 
good news is it will be appearing on PS2, so expect this 
version to be a little more advanced than the original show. 
The bad news is that we won’t be seeing it until autumn 2001. 

joint MD of Deep Red, Kevin Buckner, observed, “It’s one 
of those titles that comes along once in a blue moon and 
our development team can’t wait to get started. They’re 
already quoting characters from the show and walking slightly 
strangely!” With a creative team of 30 people on board and 
a strategy game remit, it’ll be interesting to see how they 
make the most of the license and the new console. 

Other SCi projects include Titanium Angels , also for PS2. Set 
in an alternative future, bounty-hunting chick Carmen Blake crash- 
lands on an inhospitable planet and has to battle her way home. 


Resident Evil Survivor will feature limb-spiattering mayhem. 


tuHFirs in fi me? rsks 

RICHIE YQUflG 

This Is Soccer. If it’s in the 
name it’s in the game, right? 
Err, I beg to differ. 

After playing these ‘simu¬ 
lations’, names like these just 
don’t seem to sit right with 
me. What really irks me is 
that FIFA sells faster than a 
box of band-aids at the 
Extreme Games. It’s off the 
shop shelves and sitting in 
PlayStations around the 
world way before you can 
even consider crying ’foul!’ 

Obviously, This Is Soccer 
and the FIFA games have their 
merits. They look amazing 
and they play silky-smooth. 

It’s a real shame that it stops 
there. They have horrible 
gameplay. They’re unrealistic. 
And they’re way too easy! 

The ISS games, on the 
other hand, concentrate on the 
proper fundamentals of the 
world game. It’s much more 
important to get use from all 
areas of the paddock and 
developing a coherent service 
amongst your team members 
than running the length of the 
field with your goalie to pot a 
spectacular goal. 

So what if your player is 
called Ronnaldo instead of 
Ronaldo? Or Djerkoff instead 
of Djorkaeff? It’s little com¬ 
promise when you get the 
infinite possibilities of an 
accurately represented game. 

So your passes hit your 
striker less times and cele¬ 
brating goals becomes far 
more rare, but when was the 
last time you ever saw such a 
brilliant solo performance 
happen on a real soccer pitch? 
And when did you ever see a 
goal nailed from 25 metres 
out with a bicycle kick? 

To date, ISS Pro Evolution 
is the most realistic simula¬ 
tion ever, and it’s got the 
office hooked. Some games 
might look stunning visually, 
but play like dogs. Don’t be 
footed by their glossy exteri¬ 
or. I want to get the best pos¬ 
sible game whenever I open 
up my wallet. Who wants a 
Ferrari with a 76 Datsun 
engine under the bonnet? 


Survivor is the story of, well, 
no one knows. The game’s 
hero is an unnamed man 
who has lost his memory 
due to a helicopter crash - a crash that 
has landed him in a certain T-Virus-riddled 
town in the Midwest. He picks up a gun 
and, attacked by a zombie, uses it to fight while he 
stumbles around, picking up clues to his real identity 
and inevitably offing undead assailants. The action takes place 
in such diverse settings as casinos, arcades, theatres and churches, 
each holding such familiar Resi elements as keys, ammo and 
health plants but more importantly, clues to our fella’s true identity. 

Resident Evil Survivor might not be Resi 4 - that has already 
been confirmed for PlayStation2 by creator Shinji Mikami - but 
after an exclusive preview, PSM can attest it’s a more-than- 
worthy addition to the canon. Loading times have been improved 
since PSM last played the game at last September’s Tokyo Game 
Show, the storyline is well-paced and promises even more twists 
as it unravels, and despite the puzzles being simpler than usual, 
the game generates genuine tension: the soundtrack taking a 
turn for the spooky as zombies enter the room, prompting you 
to move fast and shoot faster or end up as a zombie’s brunch. 
Add on familiar elements {Resi 2s Licker monster returns as do 
other lost cast members) and Survivor is a blast. fJH 


R fter months of waiting for Resident Evil 3 Nemesis to lurch 
on to our shores, yet another Resi is about to invade our 
nightmares. Resident Evil Survivor (retitled from the 
Japanese Biohazard: Gun Survivor) is essentially Resi crossed 
with Time Crisis- instead of facing Racoon City’s residents with 
only a Dual Shock for protection, you now use a G-Con 45. 

As well as emptying hot lead into the zombie massive, the 
lightgun also controls your character. Point the G-Con away from 
the screen and a squeeze of the trigger sets you moving forward, 
with the side barrel buttons moving you left and right. Double 
taps of left and right will enable a swift 180 turn, a double squeeze 
of the trigger lets you walk backwards while an extra squeeze will 
get you running. It’s not exactly analog control but compared to 
the on-rails action of Time Crisis, it allows an independence not 
previously encountered in lightgun blasters. Point the gun back 
on-screen though and it’s limb-splattering mayhem as Survivor 
enables you to target zombies with specific body and head shots, 
zombies showing the appropriate damage as you fire. Groovy. 


R Gold Uledal Performance 

eioos’ ooino por gold ojith official olvoipics GAmc 


Eidos' official Olympics game 
will sport commentary from 
some of Australia’s best-known 
sports identities. With an 
international release, numerous 
vocal ’localisations’ have been 
recorded around the world. 
Tracey Holmes, Bruce McAvaney 
and Pat Welsh have all lent their 
silky voices to the project, which 
is set to have the game sounding 
just as authentic as it will look. 

Tracey met with PSM to share 
what it was like recording for 
the title. “It’s really different 
because you have to imagine it 
happening, as you’re not able to 
physically see it. That’s actually 
quite hard so I’ve had to imagine 
the video that I was shown, which 
helps me piece how it will all 
come together,” Tracey said. 

And while reading line after 
line of commentary is no mean 
feat, Tracey is keen to get 
involved in other gaming 
projects further down the track. 
“Allup, I had to read 230 pages. 

I know the Olympics is only 
every four years, but I hope 


these videogames continue to 
roll around as they’re just as 
much fun! I’d definitely be keen 
to do it all again.” 

Tracey was astounded at the 
game’s visuals. “It’s looks 
absolutely brilliant. When I saw 
the weightlifting characters 
they were so life-like and they 
were makingfaciat expressions! 
This is really going to go off in 
the athletes village!” 

Tracey concluded with a 
strong endorsement, “The 
game comes out in August... 
so I just hope that the Olympics 
are able to live up to the game!” 

Go for gold! 


Warming up for the Olympics. 


officialplaystationmagazine I 17 























LEGBIID OF DRRGOOn | CHOCOBO COLLBCTIOn | B-CO(I1ITIERCB 


a - - x 

a 4^ O- [PLRflET PLRVSTRTIOn] 

A. 





Reeders* Feuourites 


Top 5 - Sales 


Top 5 - Ssgerly fliueited 


'Charts supplied by Oengeh PlaySintim », Japan s 
top-soiling PlayStation magazine 


Monster Farm 2 


Tecmoj 


SaGa Frontier 2 


Square] 


1 Gran Turismo 2 


2 Valkyrie Profile 


(3 Momentaro Electric Railway V 


15 Crash Bandicoot Racim 


Super Robot Taisen Alpha 


Banprestoj 


13 Tales Of Eternia 


Namco] 


toco? 


(push aurroN 


. 


T hree years in the making. One 
hundred full-time staff and 300 
credited contributors. Hardware 
stretching effects. Some of the finest 
CGI ever seen, backed up by engine cut- 
scenes and genuine spoken dialogue. 
Hundreds of hours of adventuring, spread 
over four CDs. Legend Of Dragoon could 
be about to make the word ‘epic’ look 
inadequate. 

Sceptics who thought Sony would 
neglect the PlayStation in the build-up to 
PS2 can think again, too. This is an 


entirely in-house project, drawing on all 
of the expertise of their programmers 
and artists to push the console to new 
limits. The results may have paid off. 

Yes, we’re deep in role-play territory, 
with monsters to battle and a bizarre 
fantasy cosmology to comprehend. The 
world has seen many conflicts among its 
108 evolving races (humans are 106th, 
incidentally) but the tide is turning with 
the ascendance of Dragoons, humans able 
to absorb the spirits of dragons. 

Combat is a mixed bag of turn-based 


orders and action, with a combo system 
offering dexterous players the chance to 
deliver something more sophisticated 
than their basic attack. Magic spells can 
also be discovered and learnt, delivering 
effects similar to the Espers Materia 
Guardian Forces of Final Fantasy. Indeed, 
Square’s series was undeniably a major 
influence. 

The game has just been released in 
Japan and with a US launch on June 13, 
a local release is 99 per cent certain. 
We can’t wait.. is 


Dragon Quest Ull Chocobo Collection Rescue Shot 


Unfortunately, Enix’s long- 
awaited Final Fantasy- 
beat er has been delayed 
again. Its importance is not 
widely appreciated in the 
West, but Dragon Quest 
was once the most popular 
RPG in Japan. The high 
expectation alone has 
presented Enix with a tricky 
development dilemma, 
however. The longer it 
spends polishing DQVII, the 
more likely it is to 
disappoint. 


In honour of its mascot’s 
10th birthday, this three- 
disc compendium features 
two earlier bird-brained 
releases, Chocobo Stallion 
and Chocobo Racing, plus 
a third specially-created 
title, Dice De Chocobo, a 
board game in which you 
charge rivals for stepping 
on your patch. A four-player 
option adds fun as you earn 
crystal points, play the 
property market and pick 
up attack items. 


Developer: namco 


Japanese release: Out noui 


Australian release: ntau 




More Point Blank than Time 
Crisis, this latest Namco 
sharpshooter charges you 
with protecting Bo, a dog 
who loses his memory after 
a fall. You must pick off the 
enemies and obstacles that 
threaten your charge as he 
wanders cluelessly from 
place to place. If you can’t 
dislodge stepping stones 
from the environments, an 
occasional cork bullet to the 
rump will prompt Bo to leap 
over pitfalls. 


Online shopping in this 
country might still be the 
province of trendies and 
those oblivious to credit 
card fraud, but Sony’s move 
into e-commerce is already 
apace here in Japan with 
Playstation.com, and it’s 
laying foundations for the 
way we buy and play games. 

The site provides 
hardware and software 
online, cutting out the middle 
man and delivering titles 
straight to your door. The 
Sony brand extends to DVDs 
and audio CDs, of course, 
and by making these available 
through the same site, Sony 
seems to be underlining its 
intention to market PS2 as 
a full home entertainment 
system rather than just a 
console. Another aim is to 
provide a personally tailored 
service, based on your 
previous purchases and 
expressed preferences. In 
theory, it could even spot 
your predilection for obscure 
Japanese fishing titles and 
let you know, the moment 
you log on, that Super 
Temazepam Big Bass 
Holocaust IV is briefly 
available in a collector's 
edition nori wrapper. In the 
bigger picture, though, it’s 
e-distribution that’s at stake. 
That means downloading 
digital content, be it music, 
films or software, directly to 
your home console or PC and 
cutting out many of the costs 
involved in getting a game 
to the shelves. Thinking 
ahead, Sony has already 
devised a new royalty 
structure enabling third 
parties to benefit from this 
move into e-commerce. 
Imagine turning on your TV 
and perusing PSMs demos 
of the day. Ten minutes later 
you’ve charged one to your 
Sony account and you're 
playing the full version - all 
for less than the price of a 
Platinum range title. 

Ninja X 


Dtaku Youth 


Spread over 
Legend Of Dragoon 
provide hundreds of 
hours of adventuring. 


Combat is a mixture of turn-based orders and action. 
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Hmmm, crap games. You 
know the ones. Like Cyber 
Tiger, Power Serve Tennis, 
Big Rir and Rttack of 
the Saucer men. Mucky 
poo. Here's 100 things 
to do ujith them... 


a ton of stuff... 



PK 0k See how many scratches you 
mm I can make on the black side of 
the disc before it stops working. 

| Use it as a Frisbee. 


02 

03 


Use it as a drink coaster. 


M Return it to the store and 

exchange it for a good game. 
PK ■■■Send it back to the publisher 
Wr Km asking for your money back 
(you probably won’t have any luck). 

MKSend it back to the developer 
Km K#with a note saying “You Suck!” 
PK Give it to someone you don’t 
Km 0 like as a birthday present. 

^KSwap it for a good game with 
Mm Mm a dumb friend and then refuse 
to swap it back (this is low). 

M Sell it to someone really, really 
stupid (low, but funny). 

£0 B^Go to a playground and take 
I MMadvantage of a young kid 
(cruel, but funny). 

£0 £0 Put the game disc in a GT2 
I case and swap it (very cruel, 
but very funny). 

£0 pBGet out in the sun and put a 
I C magnifying glass on it and 
melt the bugger (smelly). 

£0 PK Throw it on the fire (also 
I W smelly). 

■ A blowtorch is fun, too. 


14 

15 

16 

17 

18 
19 


Dropping it off a really tall 
building is very satisfying. 
Throwing it off a cliff also 
works. 

Down a mineshaft is also 
good. 

A deep, dark unused well 
could also do the trick. 
Run over it a few times. 


20 
21 
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Run over it a few times in a 
truck. 

Run over it a few more times 
just for the hell of it. 


PK PK Run over it with a ride-on 
Km Caalawnmower. 

PK 0"% If you don’t have a ride-on 
Cmi KPlawnmower, just mow it down 
with your standard Victa. 

^K 00 A Whipper-Snipper may also 
Km Ba Vwork. 

^K ■■■Write into PSM expressing 
Km m3 your feelings about the game 
- you’ll feel better and maybe even get 
your name and opinion printed. 

PK PBUse it as a dartboard - 
Km WP through the centre hole is 
double points, smashing a hole in the 
disc itself is triple points. 

■■■ Write Metal Gear Solid on the 
Km 0 game disc in texta. It won’t 
transform the game, but it might make 
you feel better. 

PK PKBoot the game, close your 
Km KPeyes and just pretend you’re 
playing GT2 instead. 

29 Give it to the local op shop. 

PKTake it to Cash Converters and 
IJ w see how you go. 

0^ 3M and paste bits of the man- 
Km I ual for your ‘It Should Be a 
Game’ entry. 

PK PK Beg Kmart to give you an 
KP Km exchange voucher. 

M Insert a small nuclear device 
in the CD hole. 

M Bag out your N64-owning 
friends. You’ll feel better. 

PjK PP Put it away to play later on 
Km Km your PS2. At least the graphics 
might look a little bit better. 

PK pB Make a decorative necklace 
ODout of the CD. 

PK See if there are any decent 
m3 0 music tracks to keep it for. 

M Chuck it in a pool and pretend 
you’re diving for treasure. 

M Pop it in a bottle with an 

obscure note and throw it into 
the ocean for some mystified Indonesian 
to pick up. 


00 PKSend it to your sponsored 
""WMMchitd in Africa. 

00 £0 Send it to someone else’s 
I sponsored child in Africa. 

00 PBSend it to any disadvantaged 
"■ff mm child anywhere in the world. 
00 PK Make a mobile for your games 
“w Km room. 

00 00 Construct an attractive wall 
■“•"‘Wpartition. 

00 P" Lots of crap games glued on 
"V K^the wall makes for original 
wallpaper. 

00 PKMelt the disc and make a fruit 
O bowl. 

00 "Kl Run a classified ad asking for 
0 people to swap the game for 
Metal Gear Solid. Hey, it’s worth a try, 
there’s a sucker born every minute! 

00 PK Watch it go into a garbage 
“TP KPcompacter. 

00 PBMake a CD clock and try to 
Wflog it at your local art and 
craft market. 

PP ^KUse if as an attractive belt 
W Wbuckle. 

Em *1 Send t0 Nintend0 and attach 
iJ I a note saying, “this is what a 
game looks like”. 

52 Make cool earrings. 

■■■ PK Use the game box as an 
Kim ashtray. 

M Pop it in the oven and see how 
long it takes to melt. 

P" Write a letter expressing your 
m3 Km feelings to the software 
company on the CD instead of paper. 

Em E5 Send ^ )ac * < t0 deve *°P ers 
m3 KM with a ransom note attached. 
P" ■■■ Throw it in your fish tank for 
KM 0 your goldfish to have some¬ 
thing to look at. 

P" PK Make a placard out of the 
BJ EPgame manual and demon¬ 
strate outside your local games store. 

M Give it to someone with bad 
taste. They might enjoy it. 


Give it to your sister so she 
can’t say you never give her 

.Auction it off on e-Bay. 


^K PK Replace the cover with that 
KP MMbroken one in your collection. 
^K £0 Conduct a game throwing con- 
Km I test at your local park and 
charge $2 a throw. 

pM PK Bury it in your backyard for 
KP Ci your dog to dig up. 

^K 0% Seal it up in a time capsule for 
W Km future generations. 

M Pop it in a glass for the tooth 
fairy. You might get 50 cents... 
^K PJ" Leave it out for Santa with his 
W W milk and biscuits. 

^K PKGive it to your garbo for 
13 VP Christmas. 

0K mmt See how far the disc can roll 
VP 0 down your street. 

68 Put it in the kitty litter. 

69 

anything. 

70 

£0 Use it as a line weight for 
0 I deep-sea fishing. 

■K 0% Try and get it shot up into 
0 Km space so it can be the furthest 
man-made object from Earth. 

™B 0% Start an “I Hate Cyber 
0 KP Tiger/Big Air/Saucermen etc” 
Internet site. 

TF Start an M| Hate Cyber 

0 Tiger/Big Air/Saucermen etc” 

chat room and meet like-minded people. 
■■B PJ" Play golf with it (especially 
0 W Cyber Tiger). 

TP Ma *l *t in a brown paper 

0 KP bag with a ticking clock so it 
will be blown up by disposal experts. 
■BB ■■ Sneak it inside a building 
0 0 that’s about to be demolished. 

"TP Cl Go t0 wor * < on wit * 1 a 

0 hammer. 

■■■ P"BGo to work on it with a 
0 ^3 sledgehammer. 

O to wor k ° n *t with friends, 

K^also with sledgehammers. 


£k Drop some powerful acid on 

O I the disc. 

^%See a therapist to try and get 
O Km over the pain and anxiety. 

M Meditate and try and believe 
that karma will come back on 
the developers. 

M Put it in a coffin, dig a deep 
hole and bury it. 

Use it like a clay pigeon in 
WP BMskeet shooting. 

Put it over the heart of a target 
%m0 Km at the rifle range. 

PK Put it on the bull’s-eye at the 
0 archery range. 

M Throw it into the closest 
nuclear reactor. 

| A blast furnace is also cool. 


89 


PKMelt it down and make some 
m3 KMmodern art. 

PB £0 Try and sell your art for more 
m3 I than you paid for the game. 

0 % If no one buys it, donate it to a 
Km Euiimuseum/art gallery. 

P"B 0% Complain to the OFLC and try 
Km Wand get the game banned for 
being offensive to players. 

PJB 0k If that doesn’t work, write to 
m3 “Hlyour local MP. 
d C Go on ta *kback radio and 
m3 K# bitch, bitch, bitch. 

P| /K if they won’t let you on, just 
m3 %3 pay the announcer. Works 
every time. 

P| ■■ Break your controller, 
m3 0 PlayStation and TV in a fit of 
rage and sue the game’s developer for 
damages. 

M lf that doesn’t work, try to 

claim that it gave you epilepsy. 
Or Repetitive Strain Injury. 

P| PK Film/tape a public service 
Km m3 announcement warning others 
to steer clear. Channel 31 will run it - 
they run anything. 

£0 ^%^%just throw it out and try 
I km Km and forget about it. 13 
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Tread not where you are unwanted. Or pay the ultimate price. If sheer numbers are not your 
downfall, alien creatures and mysterious opponents of unfathomable strength surely will be. 
But, wise Jedi, the choice is yours. Enter at your own risk. 

.STAR. WART 

.. . EPISODE I* . 

JED!POWER BATTLE} 

jedipowerbattles.lucasarts.com 

www.starwars.com 

Exclusively distributed by Metro Games. For trade enquires call (03) 9820 5588 or visit us at www.metrogames.com.au to WIN A FREE Demo CD of the game. 
©Lucasfilm Ltd & TM. All rights reserved. Used under authorization. PlayStation and the PlayStation logo are registered trademarks of Sony Computer Entertainment Inc. 








Galany Quest 


Bored Ho fTlore 


Feel The Spirit 


Wow! Now, how are we ever going to describe 
what kind of movie Galaxy Quest is? Well, it 
has sci-fi, there's space travel, it’s funny, 
and there’s a whole bunch of action. So, we 
guess it belongs in the science-fiction- 
action-comedy basket! With a fantastic all- 
star cast including Sigourney Weaver, Tim 
Allen and Alan Rickman, Galaxy Quest sees a 
cast of TV astronauts flung into the outer 
reaches of the galaxy by a race of real-life 
aliens called the Thermians. Galaxy Quest 
opens nationally on April 6. PSM has 20 dou¬ 
ble passes to give away, so get your entries 
marked “Out of this World" to us by April 13. 


This Is Soccer can probably be put 
down as the most visually spectacular 
soccer sim to date. Five lucky readers 
will each receive a copy of the game 
as well as a signed playing strip from 
National Soccer League team Northern 
Spirit. The tops look fantastic and may 
very well become true collector’s items 
one day, especially if Spirit can climb 
to the top of the table. Name one play¬ 
er from the Northern Spirit team to be 
eligible to win. Send your entry to 
“Soccer Rules”. 


How good are snowboarding games gonna get? The fourth Cool Boarders 
game is now upon us and we couldn’t be more excited. The fine folk at 
Sony have given us five limited edition Cool Boarders packs. Each pack; 
contains a copy of the game, a press pack usually reserved for us J 
‘industry’ types and a seriously stylin’ beanie. And with winter just 2 
around the corner, you won’t want to do without one of these. For 
your chance to own one, just name the development team behind Coo1 
Boarders 4 on the back of an envelope and send to “Cool as a 
Cucumber". 


The winning Look 


PlayStation2 and DVD technology has already 
begun to revolutionise home entertainment 
around the world. Don’t want to be left 
behind? Then this is an excellent opportunity 
to get on the wave. Columbia Tri-Star DVD is 
giving PSM readers the chance to win one of 
five GO DVD packs valued at $119.95 each. 
GO is the new franticly paced movie from 
Doug Liman. Each pack contains a Collector’s 
Edition of GO, the movie’s soundtrack and a 
handy little watch to keep you on time. Only 
bother entering if you’re over 15, and you’ll 
need to tell us one of the stars of the movie. 
Address entries to “GO-GO". 


EA has kindly donated some wicked new threads for you to strut about in. 
PSM has two limited edition EA letterman jackets and a long-sleeved polo 
top that would be just as ideal to wear while playing your favourite EA game 
or when you want to hit the streets for a night out. Each top is also partnered 
with an EA Sports Frisbee, which is just the thing for a day at the beach. Tell 
us which former Olympian is on the cover of Knockout Kings 2000. Address 
entries to “I Wanna be a Sports Star”. The first three correct entries drawn 
will win one of these tops and the choice of top will be determined by the 
order in which it’s drawn. 


Oddworld Prize Pack: Matt Clegg (WA) 
PocketStation: Rebekah Eastwood (WA) 

Le Mans 24 Hours: Lewis Grieve (SA) 

EA Summer Fun Packs: Rogan MacDonald (Qld) 
R. Smith (SA), Craig McMullen (NSW), Lance 
Phillips (Vic) and Allan Stuart (NSW). 

Tomb Raider .- The Last Revelation Pack: C. 
Richards (WA) 


Send all entries to Official PlayStation Magazine, 
PO Box 4089, Sydney NSW 1028. Please write all 
answers on the back of an envelope along with 
your name, address and phone number. Entries 
for all competitions close April 26 except Galaxy 
Quest which closes April 13. Good luck! 
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Jason spent three hours in the make-up chair before 
his transformation into a zombie so terrifying even 
Jill Valentine would jump out of her crop top. 


Peter Smith (NSW) went to a 
cemetery for this great shot, and 
wins Nemesis from Ozisoft. 


We hope Fawn Godall's (Vic) poor 
cat survived the photo shoot. A 
zombie’s got to eat sometimes... 


Marc Maziero (SA) was dying to 
get his hands on the Res Evil 
artwork. 


Brinn Jackett (NSW) sent photos 
of his own personal army of the 
undead. 


Chris Iredale (NSW) didn’t want 
to dress up, so drank up instead 
and quickly turned into a zombie. 


Ben Rogers (WA) believes there 
is no more frightening figure 
than Australian PM John Howard. 
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ACE COMBAT 3: ELECTROSPHERE 


6AMEPLAY|n:thi5 exceltent tatest instalment in the series you get to 
pilot a number of impressive modern fighter aircraft, and 
you must quell a conflict between two major corporations. 
interface The game isn't as easy to pick up and play as some 
PlayStation games, but in the flight sim genre this is 
normal. A superb effort all round. 
visuals Amazingly realistic. The jets look like their real world 
counterparts, and there are some great vapour trails 


and explosions. 


sound Even though the techno is a little out of place at 
20,000 feet, the music is okay. 
long-term Lots of missions, lots of variety. 

OVERALLThis game is so far ahead of the competition it is not funny 


INDEPENDENCE DAY 

gameplay Boy, doesn’t this game suck! Annoying invisible walls 
restrict the ptayfletd, your fighter is hemmed in by the 
alien ship overhead, and the combat is very dull and 


WARHAWK . , 

gameplay Big bosses, lots of weapons and a surprisingly nimble 
aircraft made this game one of the better play options 


BLACK. DAWN 


Pilot a super powerful helicopter into a number of 
chattenging hotspots. There Is a lot of ground attack. 


when the PlayStation was released. 


and quite varied mission objectives. 


interface Flying this futuristic fighter craft is a joy. You can really 
shift your craft about the place fast, especially if you 


simple. 


interface This game is easy to get into, has heaps of weapons, 
and really deserved more attention than it got when 


interface Your fighter is. easy enough to control. The problem, is 
the playfietd, which Is very poorly designed. 
viSUALS jerky animation and terrible design makes this one a 


like strafing. 


released. 


visuals Okay, so the visuats have dated terribly, and the 
but for its time this game was a 


VISUALS Again these are starting to age, but they are still 


pixelation is bad, 


functional. 


sound Okay, but really not good enough to justify ptaying a 


sound Athumping soundtrack helps keep your adrenalin going. 
LDNG X T£RM There are 32 missions, and the later ones are real hard, 


sound Some good explosions and laughable dialogue during 


game with so many other faults. 


long-termYou just wouldn’t bother, as the gameplay is too poorly 


FMV intros. 


so there is some value here. 


long-term Plenty of missions, but you will get through it in a day. 
overall It has aged, but this is a good one if you can fish it 


conceived. 


overall a great chopper sim if you like the egg-beaters. 


ovERALLBig pite of stinking green alien puss, this one. 


out of a bargain bin. 


R/C STUNT COPTER 

gameplay This novel game sees you flying a remote-controlled 
helicopter around a number of obstacle courses. There 
is also a two-player turn by turn mode which is good fun. 
interface it’s definitely more fiddly than need be, but you 
eventually get the hang of the controls, with a little 
patience. 

visuals Workmanlike, but somehow it doesn’t matter too much... 
sound The commentary is good even if the American guy does 


AIR RACE 

gameplay The idea is perhaps too simple. Think Crash Team Racing 
in the air and you’re halfway there. There are pick-ups, 
you can’t crash properly and the game lacks depth. 
interface The aircraft are very easy to control, although for some 
reason the game doesn’t support analog control. You must 
cover a course the fastest and outfox the other racers. 


GUNSHIP 2000 

gameplay a realistic game which sees you fighting in the Persian 
Gulf and Europe. There is some good well-judged 
gameplay to be had here if you have a hankering for 
a more serious helicopter simulation. 
interface More fiddly than it should be, it shows its PC lineage 
by being a little less user friendly than many would like. 
vtsUALSAgain this game is playable enough, but looks rather 
old and dull compared to more modern titles. The aircraft 
are based on real world models and look merely adequate. 


visualsa colourful, unrealistic racing game where you zoom 
tow over crowds and try to blast past other racers. The 
game does suffer from some slowdown at times. 
sound Hmm, the music and the voiceovers are both annoying. 
long-term Only four courses seriously limits its long-term appeal. 
overall Nice idea, but there is just not enough meat on the 
bones to justify looking into this game. 


get on your nerves after a while. 


LONG-TERM ff you have conquered the fiddly training mode you 
might enjoy some of the more exciting stunt challenges, 
but many will find this game too odd to bother with. 
overall A great idea which is only marginally let down by 
repetitive gameplay jnd fid dly controls. Q 


SOUND Minimalist and a bit dull really. 

)NG-T€RMNot an easy game to get the hang of, but a fairly 
rewarding one if you have the patience. 

OVERALLThis isn’t the most accessible sim out there, but the 
gameplayis well-balanced and there are plenty of missions. 
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fDillion-dollar licenses 
and re-released retro 
classics don't guarantee 
a chart topper. 


Turning Japanese 

BRITflEV TO B0QBI6 OOTO PS2 


While the Japanese dance sim craze rages, Jalaco has thrown 
its handbag into the ring with Stepping Selection. The 
PlayStation2 version of its arcade hit, released for the PS 2 
launch, also packs its own boogie mat. The lino square’s 
long dead, dude. 

While over 20 songs from the Stepping Stage arcade series 
will be included, the PAL version will feature a host of new 
songs — which is where it gets interesting. Apparently, it has 
licensed tracks from music firms AVEC and BMG, which means 
the pneumatic Britney Spears and the mighty Backstreet 
Boys will be gracing a console near you. 

Dance along with Spears’ chart-topping hit, Baby One More 
Time or the Boys’ Larger Than Life. But wait! Another popular 
beat combo’s climbing on to the Stepping Stage. The 
superlative Steps emerge from behind the curtain to contribute 
a version of Hold On My Heart 1 Superb! 


UlflV OP THE EHPLDDIflG FIST _ 

FORfURT: COiT)fT)ODQRS 6M RHP SPECTRUffl _ 

The granddaddy of all beat ’em ups is not Tekken, 
Mortal Kombat or even Street Fighter. Way back 
in 1985 Australia’s own Melbourne House 
released this simple and elegant little gaming 
gem, and it took the C64 and Spectrum markets 
by storm. The idea was to reach the exhaulted 
status of the Tenth Dan, but it was not an easy 
task. You beat your opponent by scoring two 
yin-yang symbols in a bout. Each hit gave you 
either a full or a half symbol, and more complex 
moves netted you extra points. There were 16 
moves, including somersaults, roundhouses, 
punches, sweeps, jumping kicks, back kicks and 
our favourite, the low chop to the goolies. The 
game offered surprisingly good enemy artificial 
intelligence, and was a real hoot against friends. 
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Bad games. There’s a gazillion of 
them. Centipede, Cyber Tiger, 
South Park: Chef's Luv Shack, 
Barbie Race & Ride. Unfortunately, 
what seemed like a good idea on 
paper didn’t transom very well 
into a game. 

The market is saturated with 
‘licensed’ games and re- 
released retro titles, and over 
the years it has been proven 
time and time again that these 
formulas aren’t a guarantee 


that the game will walk off the 
shelves. 

So what’s the secret behind a 
great game? Many would argue 
originality. And I would have to 
agree. Okay, so retro titles like 
Pac-Man and Tetris are hugely 
popular a second time around, 
but that’s because they were 
ahead of their time 20 years ago, 
and even now developers are 
hard-pressed to come up with a 
successor. 

The last few years have seen 
a huge jump in the innovation 
and originality stakes, with 
games like Metal Gear Solid, 
Driver, Final Fantasy VII and VIII, 
and the Gran Turismos, Tomb 
Raiders , Syphon Filters, MediEvils 
and Res Evils (to name a few) 
show-casing unchartered territo¬ 
ry. Along with bringing about new 
genres, these titles have changed 
the face of gaming as we not so 
long ago knew it - jumping along 
a scrolling environment collect¬ 
ing apples. 

It will be interesting to see 
what the games industry will be 
producing in 20 years’ time. 
Perhaps we’ll see ‘retro’ versions 
released of the last few years’ 
stand-out titles... See you in 
2020, Lara. 


Alone In The DarKs Edward Carnby has donned a trench-cout in his quest to reclaim the survival horror throne. 


C apcom might own the survival horror genre now with its 
outstanding Resident Evil series, but Infogrames’ trailblazing 
Alone In The Dark games were the first to bring a new dimension 
to horror with its innovative 3D design. And now Edward Carnby is 
back to reclaim his throne from the S.T.A.R.S. of Racoon City. 

Infogrames’ latest will be the fourth in the Alone In The Dark 
series, but is yet to be titled. It should be released on PlayStation 
before the end of the year. 

The game’s hero Edward Carnby has ditched his familiar 
blazers and cravats for a more sinister, trench-coat look. 
The game is set on a mysterious island, where Carnby’s 
best friend has been killed while investigating strange 
ancient tablets believed to hold incredible power. But the 
instant Carnby sets foot on Shadow Island, horrible creatures 


hell-bent on putting a stop to his progress assault him. 

The game will be visually stunning, using highly detailed, rendered 
3D environments like Resident Evil 3 but with amazing dynamic 
lighting effects. Carnby throws shadows wherever he walks and 
must often use a torch to light his surroundings. Light switches will 
draw monsters in Edward’s direction, so using the torch will be 
essential, and it will certainly add to the fear factor bumbling around 
the dark and illuminating a corner of a room, only to discover a 
creature lurking in the shadows. Some of the weapons also fire 
light-based projectiles. There will be 12 different weapons, and 
some have up to four types of ammo to use against the supernatural 
monsters. Different creatures will have different ‘personalities’ and 
attack patterns, and Carnby is versatile as well, being able to climb 
a wall and fire his weapon at the monsters below. 
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Following the success of 
Activision’s Taste the Pain beat 
’em up featuring the Wu-Tang 
Clan, the company is seeking 
to do a deal with Latin 
superhunk Ricky Martin for a 
sequel. A source at Activision 
revealed the company has 
plans to motion capture Ricky 
performing all manner of 
devastating moves, including 
his patented “double arm wave 
with butt clench". 

Either the budgets are 
getting tight at Hasbro, or it 
has become a little media shy 
in the wake of PSM reviews 
like Centipede (3/10) and Pong 
(5/10). After repeated requests 
for a review copy of retro 
dinosaur Q-Bert, PSM was told 
by a PR representative that 
they were “unable to supply” us 
with a copy. Could the game 
be actually worse than 
Centipede? 



just as it prepares to 
release Hydro Thunder on 
PlayStation, Midway is tipped 
to bring its next game in the 
series, 4 Wheel Thunder, also 
to Sony’s wonderbox. This 
monster truck/off-road buggy 
racer looks very promising. 

Nintendo has announced 
plans to counter Sony’s 
PlayStation2 launch in Australia 
later this year. The company’s 
new weapon in the videogames 
war is a full colour picture of 
the new Dolphin console! At a 
recent press conference, PR 
honcho Sinji Hirohito 
announced, “the picture will be 
released on the same day as 
PS2. This will enable gamers to 
buy the picture from limited 
outlets in Australia, and stare 
nicely at it until the console 
comes out sometime in 2001. 
Or 2002. Or, erm... 2003.” 




Pioneering special effects wizards Sony Imageworks may 
soon bring its expertise to PlayStation2. Jay Redd (CG 
Supervisor) and Sande Scoredos (Director of Training) of 
Sony imageworks were recently in Australia to address the 
national Effects and Animation Festival, and PSM caught up 
with them for a chat. Sony’s latest movie Stuart Little is 
about to hit Australian cinemas, and its animation is a visual 
feast. The movie combines live action with special effects, 
and was a two-and-a-half year project for 30 animators. 

Scoredos said, “What we’ve seen for the PS2 is just going 
to open up a whole new world. We’ll definitely be looking into 
the gaming development side of things. We’re in the process 
right now of researching it very closely and we’re already 
seeing that the tools in our studio are very complimentary to 
what’s required.” Redd added, “The power of the PS2 is 
phenomenal. I couldn’t believe what we were seeing. Actually, 
months ago we were actually asked to provide some cloth 
geometry to see how it would perform on the PS2.” 

Redd also believes that games and movies are already 
converging closer together. “You can see that gap getting 
real small. Between gameplay and being totally immersed 
in a cinematic experience, there’ll be very little difference. 
You look at a film like The Matrix and you can see all these 
camera angles that appear in games and vice versa.” 


RT fnRH6 VOU SHOUT, 


HEV, ISO'T THRT...? 


There’s a fine line between fiction and reality, and we’re more than happy to 
cross it - especially in the case of Suzie Wilks. Every Wednesday at 8.30pm 
she helps turn somebody's perfectly normal living room into an embarrass¬ 
ing mixture of pantomime pastiche and kitsch chaos. She does so, leaping 
about the houses in desert boots, shorts and T-shirt with ponytail swinging 
and ample chest dancing. She talks with a posh accent, she knows a bit 
about antiques, she IS Lara Croft. Why isn’t our very own Room Raider being 
considered for the Tomb Raider movie? 
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T he next chapter in the Oddworld series is taking shape 
and it promises to be a dazzling adventure like no other. 
PSM recently caught up with Munch’s Oddysee developers 
Oddworld Inhabitants and grabbed new screenshots of one of 
the PlayStation2’s most anticipated and innovative titles. 

According to Oddworld President, Lome Lanning, the game’s 
hero Munch is an entirely different type of creature that will 
be able to perform all manner of strange moves. “With the Dual 
Shock controller being packed into the box with 
the PS2, we can now do things that you couldn’t 
do with a normal controller. But as to how we are 
taking advantage of it, we’re not letting that out 
yet. I can tell you that Munch is a Gabbit and that 
Gabbits are amphibious creatures. He only has 
one leg, so when he’s on land, he hops. Put him 
in the water and he swims like a fish. He has a 
tongue like a frog and has jaws like a ’gator. He 
has an interface port implanted into his head, 
compliments of two surgery-happy Vykkers 
scientists. He uses this skull port to jack 
into technology and remotely control 
robotic devices. Just as Abe possesses 
living creatures, Munch possesses mechanical 
devices. He uses his tongue like a flute for 




V 


GameSpeak, and he’s all about rescuing animals from traps, 
setting them free, then leading them to places where he can 
nurture them into bigger and better things that he can then 
use to his greater advantage.” 

The hero of Abe’s Oddysee and Exoddus will also star in the 
game. Munch has a “co-dependent relationship” with Abe, 
according to Lanning. “Munch needs someone to believe in him. 
He’s like a UFO abductee who returned and no one believes 
him. Abe will act like he believes Munch’s story, even though 
he doesn’t, so long as he can manipulate Munch to help him 
out and rescue the Mudokon mom. Also, Munch begins the 
game in a wheelchair until you get him healed, so in the beginning 
his abilities are fun but limited, and he’ll need the help of Abe. 
The dysfunctionalrelationshipthatthey share helpsthem become 
stronger and more compassionate.” 


fefub Rnmo 

^mOROLOGUES TD COflUinCE VOUR BUDDIES THRT 
PLRVSTRTIOn IS THE BEST GRfllES CGOSOLE 


“While I respect your decision to purchase a Dreamcast, I must make you 
aware of the fact that more PlayStations are sold in the average week 
here in Australia than the entire number of Dreamcasts sold to date. The 
lack of a large user base is therefore likely to considerably hinder the 
number of games available to the Dreamcast user over the coming two 
years. While there are some 600 PlayStation games available in the 
Western world, there are likely to be less than 60 Dreamcast titles on 
sale here in Australia by the end of the year.” 

“Err, St George lllawarra are having a rough season, and Channel 9 
still hasn’t found a proper replacement for Hey Hey It’s Saturday, fancy 
another beer? Etc, etc.” 
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RIRKB EUERV mEHL R FROTRSUt 

Stand tall, like Squall. Be proud of your dreams. Dare to 
believe that your dinner can become a fantasy like no other... 

Final Fantasy VIII is the greatest PlayStation game ever made. And the meat pie 
with hot chips is possibly the greatest Australian meal ever invented. Imagine if 
you could bring the two together in one exciting experience. Now you can. With 
the Squall Mystical Dinner Plate you can have your cake and eat it. Or your pie. 

Look deep into Squall’s eyes as you dip your chips into tomato sauce and you 
will be transported to another time, another world. Admire the shine of the great 
man’s sword as you mop up gravy with a slice of bread. The plate simply exudes 
class. Imagine the look on your friends’ faces as they sit down to dinner with 
Squall’s face staring back at them, just imagine... 

We have two plates available to fans of food and Final Fantasy, and they could 
be yours if you’re mad enough to send us some cash. The plates are of the finest 
quality, although we advise you keep them out of the dishwasher, as some of the 
gold edging is already flaking off a bit. 


YOU'D Be RBSOLUTELY fTlRD TO 

Q Shit, yeah! i rerlly would 

LQUE TO OWn THIS ABSOLUTE WASTE 
op POACELAin Ann now that you haub 
HIV ADDRESS YOU CRH HBEP BUGGIDG WE 
WITH YOUR OTHER GROCHERY PRODUCTS 
P0R THE REST OF II1Y LIFE. 

□ / HUSH TO ORDER THE SQURLL PLRTE ODLV 


Name (Mr/Mrs/Miss/Ms) 


Address 


Postcode 


Telephone ( ) 


Signature 


Please note that this product is not real and has only been created in the bizarre minds of the 
Official PlayStation editorial team in time for April Fool's Day. If you complete and return this 
form you accept that we shall ridicule you in the next issue of the magazine. 

Send to Official PlayStation Magazine, GPO Box 4089, Sydney NSW 1028. 
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THIS PLATE HAS BEEN 
MADE USING THE FINEST 
CRAFTMANSHIP, WITH THE 
IMAGE SCREENPRINTED 
IRECTLY ONTO THE PLATE 


“ This is going straight 
to the pool room. 

Plate shown is 
approximately half 
normal diameter, 
and a quarter of the 
perceived quality. 


"Stare deeply into the eyes of 
Squall and euery meal mill become 
a fantasy. Peas mill shine like 
emeralds, tomatoes mill be like the 
finest rubies, and sausayes mill 
look pretty yood as mell." 
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B eing in this business isn't all fun and 
games, you know. Sometimes it’s just 
hard work. Like when PSM rafig me bright 
and early one morning and said, “You’re going 
to have to get drunk, blotto, rancid,, neutered 
and totally sloshed this arvo .mate, playing 
Gran Turismo 2\” Good God, l thought. My 
career adviser at school told mfe there’d be 

i $ 

days like this. “You’ll never amount to 
anything,” he said. “You’ll spetyl the re£t of 
your life drinking beer and playing# 
videogames!” Little did they know how right 
they were. Of course, what they didn’t know 
was that I’d get paid for it. 

We all know that drink driving in afeal cor 
is a reckless and serious offence, and not 
something we at PSM encourage or condone 
in any way. But* there is some validity, in a. 
scientific study of .the effects of alcohol on 
gaming prowess, probably dbout as much as 
there is in japan’s scientific whaling program, 
but hey, if you want serious journalism,Jauy 
[Choice magazine. 

The criteria for our test was simple: keep 
drinking, keep playing and see What happen^. 
Not wanting to appear too sad and Barney¬ 
like, your hero chose to rope in one of his 
associates, who only agreed nn the condition 
that he would remain anonymous due to 
several pending ^court cases. Let*s just call 
him Fabio, We chose two circuits, for variety, 
that we both enjoyed playing (Grindelwald 
and Apricot Hill) and, mosj; importantly, 
decided that to really put our skills to the test 
we would have to race uncj^r the most difficult 
circumstances. There would be ; no point 
testing ourselves by ramnting and bouncing 
around corners, so*fuil*tyre wear and car 
damage were s&lected, and even worse, we 
chose to use cars that weYe difficult to control, 
even under the soberesf of conditions -fully 
worked TVR Speed 12s! 

Thankfully the Crown Lager, thoughtfully 
supplied to us by Regent Hotel (Kingsford, 
NSW) had been delivered by mule train the 
day before and had reached the perfect 
temperature of four degrees by race time. Our 
photographers/minders from PSM Towers 
arrived with pretzels and chips (and two cattle 
prods after a warning from the Ed and Deputy, 
Ed), promptly set up the camera gear and 
then proceeded to tell us every drunken bloke 
horror story that they could dredge up from 
their obviously colourful past, while 
brandishing their prods in a threatening 
manner. 


George Soropos and friend. 

Oran Turismo 2 and Cronin Lager. 
George's place. 

One raing day... 


LOCATIOn PHOTOGRRPHV CRTH mUSCHT 
STUDIO PHOTOGRHPHV SRRRH CRLUSiefl 









Grindelwald and Apricot Hill were chosen for the 
experiment, along with fully worked TVR Speed 12s - 
very difficult cars to handle under any conditions, 
especially with full tyre wear and car damage selected. 
With the formalities out of the way, the test began in 
earnest. We did a few warm-up laps and then established 
our sober times on both tracks - (George) 1:13:20 and 
(Fabio) 1:13:70 on Grindenwald; (George) 1:09:75 and 
(Fabio) 1:10:00 on Apricot Hill. 


Out came the Crownies. Two quick ones each theoretically left 
us still under or around the legal limit of .05 and so we hit 
the tracks again to see what effect it would have. Not a tingle! 
The times for this session were within a whisker of the previous 
ones. More drinking was the obvious solution. 


Another two ales each and a few fists full of peanuts 
later we jumped into our driver’s seats again, this time 
easily over the legal limit, having had four beers each 
in under an hour. There was a slight slowing of our lap 
times, but more obvious that the effects of the alcohol 
was starting to hit home was the inane grins on our 
faces and Fabio startingto insist he only be photographed 
on his good side. Unfortunately, the photographer 
couldn’t work out exactly which side that was. 


A six-pack each down now, and our track performance 
suffered from a bout of Parkinson’s Disease in this session, 
with crashes causing the loss of suspension and steering 
and utterly woeful lap times- (George) 1:53:45 and (Fabio) 
1:45:67 on Grindenwald; (George) 1:38:00 and (Fabio) 
1:31:30 on Apricot Hill. 


Back in the groove, so to speak, another two beers each were 
swilled down and we set off again. No crashes this time but 
only because we were both fighting a sudden surge in confidence 
that made us want to take every hairpin at 300kph. Remarkable 
self control saw us set reasonable times - (George) 1:14:90 
and (Fabio) 1:14:73 on Grindenwald; (George) 1:11:50 and 
(Fabio) 1:11:12 on Apricot Hill - but the juice was taking its 
toll on our depth perception, causing a few wild late braking 
manoeuvres. 


Fabio, looking up into the neck of an empty bottle, starts 
to sing “All the Crown’s are gone” to the tune of California 
Dreaming but is cut short by the sudden impact of a 
bottle top expertly flicked at his forehead... Back on the 
track things are starting to fall apart at the seams. The 
Speed 12 has become a wanton beast whose only desire 
is to spin endlessly in circles. Meanwhile Fabio has 
become a wanton beast whose only desire is to ram 
George off the road. Much Ben Hur -style action ensues 
and lap times are off the menu completely. 


“Rrriight,” says Fabio, “lesh do sum sherious lapsh now.” 
So we place a Dual Shock carefully in his hand and secure 
it with masking tape. Needless to say our lap times are 
the worst ever. If car damage was set to none we could 
have just bumped our way around to a decent time, but 
with actual skill required, our steering is soon gone and 
it’s race over. 


It’s amazing how a few beers can make your confidence 
skyrocket. Just witness the antics of blokes in your average 
nightclub, and you’ll see for yourself. Unfortunately, behind 
the wheel, as we’ve discovered, over-confidence can lead to 
disastrous results. 


So the moral of this story is that if you drink and drive, 
a teenage girl will vomit on your shoes. Oops sorry, 
that’s a TV ad. If you drink and drive GT2, your lap times 
will not improve, but you’ll probably have a giggle doing 
it. If you do it for real you’ll probably hurt yourself or 
even worse, someone else. Learn to differentiate reality 
from PlayStation and drive safely, folks! 
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B efore Electronics Arts scored a coup with the 
appointment of Steve Dauterman last September, 
he was the former Director of Development at 
LucasArts. He worked there for 10 years, working on 
hits including The Phantom Menace, X-Wing, Rebel 
Assault, Jedi Knight, Monkey Island, Full Throttle and 
Grim Fandango. During his reign, the gaming giant sold 
over 20 million games on formats including PlayStation, 
PC, N64, Macintosh, Super Nintendo and Mega Drive. 

Official PlayStation Magazine: Are you enjoying Oz? 
Steve Dauterman: Australia has been great so far. I 
am having a great time living on the Gold Coast and 
settling into a new culture. It is very similar to California 
in many ways in terms of lifestyle. I find Aussie people 
to be extremely friendly and a lot of fun to be around. 
PSM: When did work at the studio first begin? 

SD: The studio has been in existence for a couple of 
years doing sports titles like Rugby, Cricket and AFL 
for PC and PlayStation, working with outside teams in 
the UK and Australia. Recently, they decided to expand 
and open a studio on the Gold Coast. That is when I 
was brought on board. We changed the name to Studio 
Oz to give it some identity. We will continue to 
development with external teams around the world as 
well as hiring to create internal development teams. 


some great programs to specifically focus on the games 
industry, which is huge for us. 

PSM: Are you still looking for more talent? 

SD: We are looking for strong 3D console programmers 
as well as experienced artists and animators initially. 
We will be hiring about 20-25 people this year. 

PSM: How much potential do you think the Australian 
games development industry has? 

SD: It is definitely up and coming. I have found the 
interest in doing games in Australia to be extremely 
high. I think many of the people in the US and UK 
have been a bit burnt out over the past few years, so 
it is exciting to see a new enthusiasm for building 
games and trying something different. My hope is that 
we can surprise some people in the same way that 
the Australian movie industry has surprised Hollywood 
through doing interesting projects more cost effectively. 
PSM: What PlayStation projects are you working on? 
SD: We have Cricket 2000 shipping and Rugby coming 
in July. After that we are focusing on PS2. 

PSM: What are the stand out features of Rugby 2000 ? 
SD: The engine, animations and gameplay are fantastic. 
We have access to the licensed content from the 
different Rugby associations. The gameplay will 
ultimately sell this game and that is what we are 
focusing on at the moment and why we delayed the 


SD: No plans. Unfortunately, it is still too much of a 
small market to make it economically viable. 

PSM: What projects that you worked on at LucasArts 
are you most proud of? 

SD: It’s a hard choice since there were so many good 
titles. I really was proud of some of the original titles 
we approved that took some chances in the market. I 
am particularly fond of Grim Fandango and Outlaws. 

I was a big fan of Dark Forces and TIE Fighter as well. 
But then there was Sam & Max, Day of the Tentacle, 
Monkey Island... See, it’s tough! 

PSM: The adventure titles like the Monkey Island 
series and Day of the Tentacle that LucasArts was 
famous for are now considered passe by many gamers. 
Do you think the point-and-click adventure is dead? 
SD: In the traditional point-and-click sense, I think it 
is dead. The adventure game is evolving into something 
new. I think games like Zelda and Final Fantasy are 
adventure games at heart. So is Tomb Raider and I 
think that is the direction that these games are moving. 
PSM: Is the culture different at EA? 

SD: Absolutely. Electronic Arts is a very large company 
of several thousand people worldwide while LucasArts 
remains a pretty small company by comparison. The 
focus at Lucas is on a few titles that will do some big 
numbers and there is a focus on the Star Wars property 


"I haue found the interest in doing games in Australia to be entremelg highit is 
enciting to see a neiu enthusiasm for building games and trging something different" 

PSM: What are the challenges in setting up a studio? product release to July. I didn’t know much about Rugby as well. EA has a sports focus, but is breaking into 

SD: Finding good skilled talent is always the biggest before joining EA and moving to Australia, but I am some new areas in online and working with some of 

challenge. The good news is that we are getting some becoming a big fan after both playing the early versions the best studios in the world (Westwood, Maxis, Origin 

good local talent as well as international talent of the game and watching it on television. and Bullfrog) to do some exciting things, 

interested in joining. After that, it is finding compelling PSM: Are you going to do a PlayStation AFL sequel? PSM: Many gamers complain there is a lack of innovation 

ideas to turn into games. My hope is that we can create SD: Not at the moment. We are going to re-evaluate and risktakingatEA, with the company instead choosing 

some titles that will have a unique identity for the the franchise for PS2 and see if it makes sense, to release sequel after sequel. Do you think EA should 

studio. Additionally, we are facing the challenge of the Unfortunately the only market for it exists in Australia. use its resources to develop more original titles? 

platform transition from PlayStation to PlayStation2. PSM: Do you think there’s a market for sports games SD: I think they are starting to and it is certainly one 
Since I want to focus on PS2, it will take some time like AFL and cricket in countries like the US that don’t of the charters of Studio Oz. The upper management 

to get up to speed on the technical issues. participate in the sports? We like playing Madden and at EA knows they have to break that image to grow 

PSM: What are your aims for the studio? NHL here, and it seems that EA doesn’t spend as much and stay successful. I think EA.com is a step towards 

SD: My hope is that in the next three to five years we time or resources on local titles as they do on the doing some innovative things in multiplayer gaming, 

have created a studio that will rival some of the best FIFA's and Madden's because they won’t sell as many. leveraging on the success of Ultima Online. 

in the world creating original titles for the console and SD: It’s difficult to break the American market with PSM: What advice would you give to readers who are 

PC platforms. The long-term focus of the studio is to sports like AFL and Cricket. There are some small interested in getting a job in the games industry? 

create original content rather than focusing on sports. followings over there for the game, but not enough to SD: Get in where you can even if it means taking a 

PSM: How would you describe the local talent? sell loads of units. We think Rugby actually has the testing job or answering phones. Being inside is the 

SD: So far we are finding the local talent to be light best chance in the US market because of the nature quickest way to moving up since you are a known 

on experience, but they make up for it with enthusiasm. of the game, which resembles a cross between gridiron quantity. You need to have a love for playing games, 

Some of the best local talent has moved overseas since and soccer. If we can do it right, we can make the be ready to work long hours and have fun doing it. 
the opportunities did not exist as much in Australia. game fun enough to play where the gamers there will Having a good educational foundation in programming 

We have had many inquiries of former residents who give it a shot. It’s interesting that soccer is not a popular or art is a big plus and becoming more necessary, 

are interested in coming back. I think the talent is out television sport in the US, but FIFA is played a lot by PSM: Tell us something you've never told anyone else? 

there both in and out of the games industry and we the American consumer. Our hope is that we can have SD: I have not received my subscription yet to Official 

are looking for the best. I think over time Australia has the same success in the long-term. Australian PlayStation Magazine! 


a huge potential to have some great programming and PSM: We receive loads of mail every week asking for PSM: Crikey, you’d think EA could shout you a copy, 

artistic talent. The universities are putting together a Rugby League game. Has EA any plans? All right, consider it done. 
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he Wizard of Studio Oz 


Steve Dauterman, head of 
Electronic Arts' neiu Australian 
Games Development Studio on 
the Gold Coast in Queensland, 
talks about the challenges of 
setting up a studio, PlayStation 
projects in development, and his 
long-term goals. 




Steve Dauterman: 
from titles like Grim 
Fandango and X-Wing 
at LucasArts to Cricket 
and Rugby 2000 at EA. 
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play the games and 
touch the machine! 
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COMING SOON 
TO A SCREEN 
NttRJfOO! 
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TURISmO IS BACK! 


TDIRB RRIDER:TLR 

Lara's back in her greatee 
adventure yet... 


PIUE STAR 


REUIBUJGD 

GRftflfl THEPT BUTD 2 


DO UlORRIES! 

16 thumh-savirtg pa 
of guides, tips and i 
game secrets 
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PlaySta tion ^tlon 
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SILENT HILL SOLVED • FOO FIGHTERS • PLAY5TATIC 
RES EVIL 3* WIN A SONY DVD PLAYER AND 51 


TOCA 3 TOMB RAIDER A WIN A $250 


Disc contents - Wipeout 3, Point Blank 2, Lego 
Racers, Urn Jammer Lammy, No Fear Downhill 
Mountain Bike Racing, Final Fantasy VIII video. This 
Is Soccer video, AO Winks video, Mission: Impossible 
video, LMA Manager video, Formula 1 *99 video. 


Disc contents - Final Fantasy VIII, Dino Crisis, 
Quake II, This Is Football, Metal Gear Solid: 
Special Missions, Tarzan, Legacy of Kain: Soul 
Reaver, AO Winks, Crash Team Racing video, Afrika 
Shox video. 


Disc contents - Tomb Raider: TLR, Spyro 2: 
Gateway to Glimmer, Destrega, Millennium Soldier, 
Killer Loop, Fighting Force 2, Mission: Impossible, 
Kingsley's Adventure, Championship Motocross , 
Gran Turismo 2 v ideo, Jimmy White's Cueballv ideo. 
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SCOOPI 

FIRST BLOOD! 

W mvmcommm 
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Resident Evil 3 Nomesir 
We Know What You'll 
Do This Summer. 


CEflTURV 
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PlayStation 


PROPELLERHEAOS INTERVIEW QUAKE II AND FINAL 
GREG MURPHY TALKS TO PSM SYPHON FILTER 2 
ROLLCAGE 2 THE BEST POINT N' CLICKERS EVER! VI 


GARBAGE INTERVIEW • WIPEOUT 3 TIPS • ROLE CAL 
TOY STORY 2 REVIEW • DJ ANTMAN GIVES A LESSl 
MEDIEVIL 2 • DIE HARO 2 PREVIEWED • DUKE NUKl 


WU-TANG INTERVIEW • SOUL REAVER AND TONY 
ANGUS KENNETT IS FF8 S SQUALL * MICRO MANI 
COLIN MCRAE 2 • CRICKET 2000 • WIN A DVD PL/ 


Disc contents - Gran Turismo 2, FIFA 2000, Crash 
Team Racing, NBA 2000, Rainbow Six, Jade Cocoon, 
Pong, This Is Soccer, Atariland Compilation video. 


Disc contents - Toy Story 2, MTV Sports: 
Snowboarding , V-Rally 2, Sled Storm, Centipede, 
Pac-Man World, Worms Armageddon, NHL 
Championship 2000 , Gran Turismo 2 video, Space 
Debris video, Ace Combat 3 v ideo, download cheats. 


Disc contents - Music 2000 , Action Man: Mission 
Xtreme, FI '99, Ace Combat 3: Electrosphere , Eagle 
One: Harrier Attack , Colony Wars: Red Sun video. 
Team Buddies video. Gran Turismo 2 video. Micro 
Maniacs v ideo, YVJ utility. 


Back issues: $11.95 (plus $2.65 Postage 
& Handling per issue) 


Phone: 1800 252 515 (freecall) 
Mon-Fri 8:00am-8:00pm EST 


Saturdays 8:00am-6:00pm EST 
Fax: (02) 9267 4363 
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GRAN TURISMO 


Choose from 
one of these 
classics 


PlayStation 


TEKKEN 3 


PlayStation 

■ PORSCHE CHALLENGE 


PlayStation 

IMEDIEVIL |m 


FINAL FANTASY VII 


Subscribe for 12 issues end saue $17.M0 off the cover price plus receive a Platinum Game of your choice valued at $40. 
You can choose our easy payment plan and pay just $63 noiu and $63 later to receive 12 issues of Rustralia's best 
selling videogames magazine, plus free home delivery and a top selling Platinum Game of your choice. 

Call our Past Phone Service noui on 18D0 252 515. Offer ends April 25. HURRV! 


Conditions of Entry 

a. Instructions on ‘How to Enter* form part of these 
conditions of entry. The competition is open to residents of 
Australia only whose subscription for 12 months or more to 
Official Australian PlayStation Magazine s received between 
29/03/00 and last mail 25/04/00, and is signed against a 
nominated valid credit card or, if paid by cheque, cleared for 
payment. Coupons are to be sent to Official Australian 
PlayStation Magazine , Reply Paid 4967, Sydney NSW 2001. 
2. Employees of ACP Publishing, sponsors, their adver¬ 
tising agencies and families are not eligible to enter. 
All entries become the property of ACP, the promoter, 
and might be used in future marketing exercises. 


3. Every eligible subscriber will receive a PlayStation 
Platinum game valued at $39.95. To be an eligible 
subscriber, you must subscribe to Official Australian 
PlayStation Magazine lor a minimum of 12 months. 
Subscribers taking the Easy Payment Plan must sub¬ 
scribe for a minimum of 12 months, paying a total of at 
least $126 (including GST). A 12-month subscription 
which is processed as part of this promotion may not be 
cancelled. Prizes are not transferable or redeemable for 
cash. Any change in the prize occurring between pub¬ 
lishing date and the date the prize is claimed is not the 
responsibility of the promoter. Please allow up to 60 
days for delivery of your Platinum game. 


You can subscribe to Official Australian PlayStation Magazine by 
phone, fax, mail or Internet. To use our Fast Phone service (credit 
card only), phone 1800 252 515 (freecall), Monday-Friday from 
8:00am-8:00pm EST, Saturdays 8:00am-6:00pm EST. 

To subscribe by fax, send a completed coupon to us on (02) 9267 
4363 (24 hours). To subscribe by mail, send a completed coupon in an 
ordinary envelope to Official Australian PlayStation Magazine , Replay 
Paid 4967, Sydney NSW 2001 (no stamp required if posted in 
Australia). Subscribe online at: www.playstationmag.magshop.com.au. 
Offer open to Australian residents only. Ends April 25. HURRY! 

• 1 year (12 issues) for $126 [SON] 

• 1 year (12 issues) Easy Payment Plan. Pay $63 now and $63 in 
October 2000 [psm] 

All prices include GST. 


fleuj Gasy Payment Plan - pay $63 noui and $63 in October. 
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Got a question you just 
have to get the answer 
to? Join the club. Here's 
the top PSITI queries of 
the month... 

Q. Uihan mill the 
PlayStation2 be released 
here end hotu much tuili it 
cost? 

R. The official tuord from 
Sony is still Spring, so that 
means September at the 
earliest. But tuith the 
Olympics, the smart money 
is on an October launch. The 
price mill be around the same 
as the original PlayStation 
mas at launch, which uj8s 
$ 699, Start saving! 

0. I’m having problems with 
some of my PlayStation 
hardware. Csn you help? 

Uiho should I call? 

R, Call the Powarline on 
1902 262 662. 

0. How can I gat one of 
those sweet jobs testing 
games and wstching mourns? 

R. Study hard, it's a tough 
job! 

Q. UJill the PlayStation2 be 
better than the Dreamcest? 

R. Yes. It's a more powerful 
beast and has far more wide¬ 
spread industry support. 

Q. inhere is PleyStetion 
merchandise available? I'd 
love a shirt, or a hat with the 
PlayStation logo, but I can't 
find these anywhere... 

R. You can't buy PlayStation 
merchandise in Rustralia, but 
make sure you check out 
Freebies every month for a 
chance to win plenty of 
PlayStation-related goodies, 

Q. Should I import a 
Japanese Pl8yStation2? 

R. The local launch is not 
very far away so we suggest 
you wait. You will not be 
able to play local 
PlayStation2 games on a 
Japanese machine, or local 
DUD movies, and greedy 
importers will charge you an 
absolute fortune for your 
impatience! 
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SHOUT 


I’ve been a gamer for over 10 1 
years and I particularly love RPGs. It’s \ 
great to play a game that takes 60-plus hours to beat rather Vf* 
than other games which can be finished in just one sitting. W 
Also, I must say how impressed I am to finally see some V 
good Japanese RPGs getting released in Australia like \ 
Grandia and SaGa Frontier 2. jg.TO 

It seems game distributors are starting to listen to what ! i 
we want instead of telling us that we don’t like role-playing 
games... Just when I was starting to lose faith I 
have been won back! kr*’iT 

Anon, address not supplied 

Great to see gamers are starting to notice that there are some 
top-notch role-playing games on the shelf, let’s hope the 
titles are well supported by shoppers to encourage 
Sony and other distributors to release more quality 
RPGs. Apart from the two great games you mention, 

Star Ocean: The Second Story (reviewed last issue) is 
also out now. 


range and will order in any 
title for you. 


Poking Pun 

Great job on the mag. I can 
assure you that yours is the 
only one I buy. And may I 
just send a message out to 
all you Pokemon fans. 
Pokemon is just a cheap rip- 


We think they’d be a serious 
conflict of interest. There 
would be the perception 
that we’d rate some games 
more highly because we 
make more profit out of 
them, or have a warehouse 
full of them, or... You get the 
Idea. Anyway, we’re journal* 
ists, not retailers! That said, 
we sympathise, and suggest 
you frequent smaller game 
stores that have a wider 


Psst... Ulanna Buy H 
Game? 

Since you review so many 
games and you are ‘con¬ 
nected’ with the publishers 
and distributors, and seeing 
that most department stores 
only stock about 10 different 
games, you could set up 
your own mail order scheme! 
Often I scour your magazine 
looking for places to buy 
hard-to-find titles. Us 
gamers need it - no one else 
seems to be doing it and 
you’d be guaranteed at least 
two sales a month from me 
alone. 

Thank you, stroking my 
credit card in anticipation... 

Chris Ingram, via e-mail 


off of Final Fantasy Villi But 
of course Final Fantasy VI11 
is way better. Please don’t 
be fooled by the game, car¬ 
toon, movie, whatever! 
Thanks. 

Melissa Bean, address not 
supplied 


Card Shark 

After reading the letters 
pages of your March issue I 
was surprised to read that 
Nina hadn’t heard of the 
Final Fantasy VIII trading 
card game - it’s pretty damn 
cool! You can collect the 
simple cards like Buel 
through to Squall and the 
Guardian Forces. They come 
in 11-card packs with 15 
packs per box, and also 
included are “visual perfect 
cards” with scenes from the 
game. Foil cards are also 
attainable as parallel cards 
of the non-foils. 


Here are some 
cards for you to get a 
better look. Otherwise visit 
www.tripletriad.com where 
players can play each other 
over the Net. 

Matt Kirps, address not 
supplied 


Quest Per Success 

I know plenty of people who 
would love to see national 
PlayStation tournaments 
held in major centres around 
the country. Does anyone 
else feel the same? 

Melanie, WA 





















the conclusion that the menu 
system is “clumsy”? Does it 
affect the gameplay? The 
other “annoyance” made me 
scream. You state that “race 
records are not recorded” 
and in PSM 32, Rude Rudi 
Schaefer also brings up this 
point and says the game 
should be denied a 10/10. 
Not not to offend either of 
you or anyone else, but if 
you had actually both¬ 
ered to play the game, 
you would have found 
that you set the records 
in the time trial mode 
on the arcade disc with 
your cars from the GT 
disc. 

Luke Noble, SA 


It’s a great idea. How about 
it Sony? 

Ve Dlde Lords... 


Firstly, Gran Turismo 2 is the 
greatest game ever - it has¬ 
n’t come out of my console 
since January 28, not even 
for March’s demo disc! 

Secondly, I disagree with 
your review and the two 
things you state as “annoy¬ 
ances”. How did you come to 


Glad you love the game, we 
certainly do. Your comment 
is a little churlish, though - 
we’ve been doing little else 
but play the game! We said, 
“race records are not 
recorded”. They aren’t. 

Time trials are not a race. 
Most people tend to get 


their best times in racing 
conditions, but we guess it 
makes you play the time 
trials. And we certainly 
agree it’s not a huge issue, 
which is why the game got 
10/10. But the menu sys¬ 
tem is clumsy, requiring too 
much toing and froing 
through screens to get to 
what you want. 

Rnd Prom The Apple Isle... 

Just how good are you guys 
going to get? The last three 
issues have been nothing 
less than brilliant. To the 
point of this letter, piracy is 
the most hated thing 
amongst Australian 
gamers. Just stop it you 
cheap-arse Scrooges! 
Games like Lunar aren’t 
going to be released here 
because of pirates. And as 
far as girl gamers are con¬ 
cerned, who cares what 
people think? As long as it 
doesn’t effect your gaming, 
that’s what I say. 

Ty Saunders, Tas 

Censorship Sucks 

When are the old farts that 
somehow manage to run this 
country going to recognise 
videogaming as a valid form 


of entertainment? Ever since 
the console industry began 
back in the ’80s, videogames 
have been collectively 
blamed for every serial killer, 
liquor store robbery and 
underachieving child in exis¬ 
tence. Like these things did¬ 
n’t exist before videogames 
came along! 

The fact that EA pulled the 
plug on Thrill Kill in Australia 
was the crowning achieve¬ 
ment of an inept censorship 
committee. I’m not saying 
that I would rush out and 
buy Thrill Kill, but this is 
Australia, a free country 
where I thought I had a right 
to do that. 




by ariton 
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The em-gracioua fline 
puts your minds at aaaa 
once again... 

0. Bill thi noand ■■ d pletura 
output of the P82 be tka 
■■■a aa a regular ataad-alasa 
DUD plsyar? Sill It ha ahla ta 
plag 5.1 Digital Dolby 
Sarroand Sound? Plaaaa lot 
aa haaari 

B. The PS2 is indeed compatible 
uiith Dolby Digital, and early testing 
of our Japanese PS2 unit has 
reuealed esceilent sound and picture 
quality on par uiith mid-price stand¬ 
alone players, 


0.1 poaaaaa a eaapatar 
■aultar hat not a eaapatar. la 
It poaalbla ta aaa tha aaaltar 
■Ith tha PlayStation Being a 
alapla aahla, ant aaphlatlaatad 
alaotroalaa? If ao, ahara aaald 
I gat ouch a aahla? 
ll.gtaa.Tai 

H. Hot that tue hnouj of, Rnyone got 
any suggestions? 


0. Firstly. I'd like ta eongretalata 
you aa your fab aag. Thanks ta 
yaa I bavsa't pnrehasad aag bad 


R. Crusdder: flo Remorse was 
certainly released here and mas a 
uery challenging and entertaining 
shoot 'em up. It received 7/10 in 
PSfflM. It mill be hard to find a copy 
today, though. 
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Um Satt, nrr 

B. Ulhen the PS2 gets a hard driue 
as ujetl as an Internet connection, 
me suspect uiruses mill be possible, 
but me are positive Sony mill 
endeavour to make the system 
uirus-proof. 


jnn rut 

Dm, Vk hhI 

B. Final Fantasy IH should be out 
later this year. Force Commander is 
PC-only at this stage,-but me 
mouldn't rule out a PS2 version. 


^Q. I Hava hiard that in tha US, 
Japm and Bump* (ha lam unit la 
tha Plm8t8tloa fa raplacaaMa. la 
tlda tma. and la thla tha aaaa la 
Raatialla? 
ft.Mma.ai 

B. Yes it is. Just call the Pooierline 
on 1902 282 662 for all your 
servicing needs. 


0. I f ua 


traabia 


lead tha gaaia. a i 
aaaiaa up la a snail rad baa 
saying "PILB BUMBO" and I 
can't lead It. Can you blip? 


B. Yes. Buy a Sony IHemory Card. 
Unfortunately, unofficial memory 
cards just corrupt too often for our 
liking. 






I love reading your magazine 
but I have just one problem: the fact that you 
like ISS so much more than FIFA. I was very disappointed 
with your review in PSM 30 where you gave FIFA 2000 
7/10 when it easily deserved more. You said that the 
ISS games are much better, but I beg to differ. FIFA has 
all real players because they bothered to get a license. 
It has all the international teams plus club teams from 
each country, compared to ISS which only has the 
international teams (and not even all of them) and no 
real players. FIFA £000 also has a cool feature whereby 
if you press the corresponding number you can get 
players to man up on other players. 


13 and 10,1 am disgusted 
with the way your magazine 
portrays women. For God’s 
sake, aren’t children 
exposed to enough violence 
and garbage through the 
media without portraying 
women on the front cover as 
‘mindless babes’ with 
breasts so big they can hardly 
be covered? You may as well 
have left them totally naked. 
What is your editorial team 
thinking? I don’t want my 
sons to grow up thinking this 
is the way women are 
because some useless maga¬ 
zine puts these non-sensical 
images on the front cover. 
Why don’t you get a life and 
catch up with what intelligent 
people and responsible par¬ 
ents are thinking. My sons’ 
subscription to this magazine 
will be cancelled and I’ll tell 
everyone why! 

Jane Macdonald, 
via e-mail 


We’re very sorry you feel 
that way. We have to say 
that we don’t agree this Is 
the way our magazine por¬ 
trays females. Over half the 
magazine staff Is female, 
and several are parents. We 
think our content Is tame 
(In terms of swearing, sex 
and violence) In compari¬ 
son to other magazines this 
demographic normally 
reads. The Image you are 
referring to comes from a 
game called Duke Nukem: 
Planet Of The Babes, which 
Is a game only suitable for 
people aged 15 and over, so 
obviously not suitable for 
your children. It’s expected 
to be one of Australia's 
biggest selling games and 
therefore something we 
need to report on, and It’s 
also a game with Its tongue 
firmly planted In Its cheek, 
satlrlng violence and the 
Amle-style macho man. EE 


Of course this little slip-up 
will definitely not stop me from buying your 
magazine, as it always comes with a cool demo disc. 
Henry Wright, via e-mail 


Just because EA has the cash to buy the license 
to use real players does not mean its makes the 
better game. Give ISS Pro Evolution a try, it is 
absolutely brilliant - we cannot stop playing it. 
Just because players are called Ronnaldo instead 
of Ronaldo, for example, doesn’t mean the game 
isn't superb fun to play and way better than any 
FIFA release. 


Among the many 
things that I would 
like to see before I 
die is the total accep 
tance of gaming as 
a valid hobby, 
and not a 
scapegoat for 
which the 
government can 
blame all of society’s 
problems. 

Scott Hall, Vic 


Too often gaming Is used as 
a scapegoat, but who says 
EA didn’t pull the plug on 
Thrill Kill because It was a 
stinker? 


Braes Yourself 

Hi there, just dropping you a 
line to let you know how excit¬ 
ed I am about the forthcoming 
PlayStation2. From all 
accounts the launch in Japan 
went smoothly and with the 
feedback coming out of there, 
it seems to indicate that the 
new machine really is living up 
to the hype that preceded it. 
Can’t wait to hear more launch 
details for everyone ‘down 
here’ and I anticipate more 
PS2 coverage from you guys. 
Lauren Hiller, NSW 


Recoil 

I know that PlayStation has 
the best range of games, but I 
am deeply shocked at the lack 
of lightgun games. There are 
only about four that I can find 
that are G-Con 45 compatible. 

I have Point Blank, Point 
Blank 2, and Time Crisis, and I 
have clocked them twice over. 
It’s disappointing that there 
aren’t more lightgun games, 
especially like Time Crisis. 
Elliott Fox, via e-mail 


Five hundred-odd games not 
good enough for you, eh? 
Lucky you didn’t buy an M 64 I 
There's four top-quality G- 
Con games on the way over 
the next few months to keep 
your trigger finger happy - 
Time Crisis: Project Titan, 
Resident Evil: Survivor, 
Ghoul Panic (previewed on 
page 52 and on this month's 
demo disc) and Rescue Shot 

Babe UJatch 

As the mother 
of two boys 
aged 
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containing 40 of the best game demos 




EVERYTHING YOU NEED & NOTHING YOU DON T 


.pocketbook 


INCLUDES PLAYABLE QUAKE HI ARENA DEMO? 

ISee back of Pocketbook for an Index of everything on the CDs and inside 


Games Pocketbook 


anting genre 
the hottest titles 


pocketbook or phone 1800 252 515 for your copy 
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Re-enact Speed 1 . As 
well as cars, Driver 2 
features buses and 
trucks which you can 
hop in and take for a 
ride. Almost as scary 
as a Sydney taxi ride. 
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Driue, Reuiue, Survive 

lilord on the street was that Tanner ujas back. PSfUmni on his tail, but 
Tanner didn't euen try to shake us. Truth is, he luanted to be found. He hat 
something BIG. Something on Driver 2... 


had agreed to meet our contact at a secret location, 
n the: way there, however, PSM began to get a little 
apprehensive. Drive® after all, was the game that out- 

p . . .^ sold jboth Final FahtasyVli AND Metal Gear Solid. The 

me that earned its creators counties- industry awards and still 


asn’t gone Platinum because it’s slid in pe charts at full price. 
How was developer Reflection^ going to.topfthat? How on earth 
it going to make Driver 2 better? % 

Vhen we sat down to do Driver 2, we decided to make a sequel 
wasn’t just some new cities,” Reflections’ managing director 
iartin Edmondson told us, citing evidence from an earlier case in 
point, ‘‘If you remember, Destruction Derby a nd Destruction Derby 
2 were very different games - new engine, new graphics. We want 
to offer enough reasons for people to want to own both games.” 

Maybe it was because we were locked in the boot of the car en- 
route to our destination (for security reasons), but at this point we 
began to feel light-headed. But just new cities would be fine, Martin! 
We’re not asking for the moon on a gear stick. Honest. 

‘‘One of the things we could have done is just pick four new US 
cities. When we came to Driver 2 we were considering New Orleans, 
Washington, Philadelphia and Seattle, but from a European point 
of view you only really feel a connection with San Francisco and 


Reflections decided to go for cities that Martin describes as a 
“mixture”. Take Las Vegas, for example. 

‘We were a little bit worried originally, because you think of it as just 
the strip. But when you actually go there and have a proper look around, 
there’s a big downtown area, a residential area and then the strip itself. 
You can also drive off into the desert through the ghost towns and 
cacti.” Chicago also got the nod because of its Blues Brothers/ French 
Connection undertones. For the other two cities though, they headed 
to more tropical climes. “Havana in Cuba is an obvious one if you’re 
talking about crime - we have this story about people trying to get into 
the country. Rio de janeiro is a visually interesting one, and it has similar 
crime connections - it’s a pretty violent city and we wanted to make 
Driver 2 a harder-edged, grittier experience than DriverV 

Including the twisty streets of Rio or the narrow back-alleys of 
Havana may not sound like a big departure, but the desire, as Martin 
puts it, to “make the environment and the game more realistic and 
a lot more open” has brought about a huge change in the game 
structure. Martin explains, “One thing that’s physically different 
about the cities in Driver 2 a re the roads. If you notice, all the roads 
are at 90-degree angles in the original Driver. You’ve got north, 
south, east and west. It’s convenient because a lot of the cities are I 


11-81 The environments 
in Driver 2 are a lot 
more open and realistic. 
PHH The roads have 
been majorly overhauled 
- they have curves! 
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New York from the films we based the game on,” muses Martin. 
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EHZI Driver 2 is set a few years 
after the original. CO This 
wireframe model will grow up to 
be a big car. P0 Rio de Janeiro. 
S3 The mission designer busy 
engineering dramatic scenarios. 
BW1 Reflection's goal is to 
immerse you into a living, 
breathing world. S3 Tanner - 
still proving to be the top 
wheelman in the business. 


^ designed on grids like that, but they’re not all like that. For the 
second game, one of the things that was at the top of the list was 
to try and incorporate proper roads with curves.” 

It was only when we were given an exclusive peek at Driver 2 in 
motion that we started to appreciate the difference these curves will 
make. In one early demo, a wireframe car heads towards an overpass 
looming out of white nothingness. In the first Driver, these fly-overs 
were pure decoration but in Driver 2, sweeping roads appear to the 
left and right. Martin explains that traffic flow will change around 
these curling, climbing ramps so lines of cars will be queuing, changing 
lanes, joining the flow of the freeway or zooming off on to junctions 
overhead. Just taking the correct exit becomes a challenge, never 
mind making the turn-off at high speed through heavy traffic, with 


Jus!»tahing»!he*correct*eH!t*becomes 

•^•challenge,* 

mind.raaking»lha.tum-off.al.lugh.Bp£ 


never* 


the cops looming large in your mirrors! In a feature that Martin 
stresses will be unique to Driver 2, you’ll be able to lose your tail 
by exiting the freeway and then - in true cop-show style - smirk as 
your pursuers blaze past on the road directly beneath you. 

White in the US cities (Chicago and Las Vegas) the curves allow 
Driver 2 to spill into three dimensions, in Havana and Rio they’ll 
make for more fun at ground level. “A lot more skill is necessary 
to make it around the bends,” Martin says, mentioning Driver 
2s sweeping corners and hairpins in the same breath as Colin 
jf McRae Rail/s devilish off-road turns. He takes us on a tour of one 
of Rio’s residential neighbourhoods. Even with the sky and many 
key scenery elements missing, the handling of the prototype car is 
impressive, hugging a tong right-hander so you can imagine how half- 
a-tonne of ’50s Cadillac will wallow and almost graze the kerb. 

Watching a wireframe jalopy swerve in between brightly-painted 
houses along a Rio boulevard starts us pondering about the cars in 
Driver 2 a nd how they’ll handle. “The physics 
—. _ aren’t 
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THE CARS * THE CITIES • THE MISSIONS 
THE WORLD'S COOLEST GAME RETURNS! 


•DRIUER 2* 

THE nEUi CHHRRCTERS 


Because of the improved cut-scenes, complete 
^ with lip-synced speech, the characters in 
pHI Driver 2 have stepped out of the shadows 
and the plot glows with personality. This 
time Tanner even has a partner - Tobias 
Jones. “He provides another way of 
feeding information to Tanner and 
Martin 


generally helps him out, 
explains. “Some of the missions 
involve him and some ofthem don’t.” 
* It’s nice to know that someone’s 
looking out for him when he has to 
deal with bad seeds. “The guy’s quite 
an imposing character. He wears a 

\ muscle vest with a suit over it and 
he’s got no hair and a little beardy 
, U thing tike Samuel L. Jackson’s 
character in Jackie Brown? 























Okay, anyone whose pulse rate isn’t thumping like a Fatboy Slim 
beat is obviously clinically dead. Think about it, you could re-enact 
Speed Ram an armoured car with a truck as seen in Heat 1 Best of 
all, instead of giving the monster trucks some comically heavy 
handling, Reflections intends to have them behave like the obstinate 
beasts they are - so if you’re thinking of doing a handbrake turn 
in a school bus, expect to be eating asphalt for a fortnight. 

Unsurprisingly, Martin is brimming with scenarios that’ll make the 
most of this newfound freedom. “There are missions where you’re 
chasing after some guy. This guy runs down these steps. What are 
you going to do? You run down the steps. He jumps in to the 


EXJ Martin (left) and 
Gareth (right) Edmondson. 
12-81 Exploring different 
scenarios. PD A tonne of 
beast grazing the curb. 

QD The Reflections crew. 
DW1 Fine-tuning Driver 7s 
40 levels. 
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EMERGENCY 
CALL 911 


getting a major re-write from the original Driver Martin reveals. “I’m 
fairly happy with how they are. They’re getting a few tweaks.’’ Adding, 
‘There is more variation though, because Driver had very few cars in 
the city. There were different colours but, because of the memory 
limitations, there weren’t many different designs.” 

We didn’t exactly hear anyone complain about the original not 
having enough cars, but the variety had to be upped in the sequel 
for one very good reason. “The crucial difference with Driver 2 is 
that you can now get out of your car. That’s a hugely-influential 
feature.” At this point, PSM would just like to say, ‘YOU CAN GET 
OUT OF THE BLOODY CAR! YES! YESSSSi!” 

Reflections is certainly a company that knows the meaning of the 


TWs.a.hurt-h,n^ 


word ‘ambition’, but 
probably not ‘fear’ and certainly not the phrase “if it ain’t broke, don’t 
fix it”. The fact that you can now leave your car was a feature Martin 
was keen to implement, not least for the purposes of the plot. “The 
missions can start better,” he tells us. “Instead of‘Three, two, one, GO!’, 
if you’re waiting for a character to tail, we can have you parked here, 
the baddie’s car parked there and then you can watch him walk out of 
the offices, walk around the car, get in and drive off.” The mountain of 
data that’ll describe who’s walking where is much more than a gimmick. 
It will feed into the cut-scenes and will even carry over into the film 
director option. The plot begins to positively curdle once you consider 
the potential of walk-drive action. “Getting out of the car is not just a 
way of ending the missions appropriately,” Martin explains. “You can 
also get out of the car and get in another car if you want, which will 
be compulsory in some cases and optional in all cases.” 

Let’s stop nattering on about cars, because Martin has just answered 
our prayers. “In Driver 2 there will be buses and trucks driving around 
as well as cars. If you want to, you can jump out, commandeer a 
bus and drive the bus. Now, there isn’t a mission where you specifically 
must drive a bus - but you can do it if you want.” 


_ >■■■ 

car and drives off and you’re like 

‘Where’s a car!”’ It may not ache the brain like Civilization II or Final 
Fantasy VIII, but this new Driver will force you to think as well as act 
fast. Martin continues, “There may be a choice of two vehicles - one’s 
right there, but the other's blocked behind some stuff so you think 
‘Do I want the easy-to-get-to van, or this nice-but-blocked-in car?”’ 
Van! Car! No, dammit, he’s getting away! It’s already clear these extra 
choices will inject an extra element of tension. 

If new cities, new vehicles and the chance to walk about don’t 
impress you, then how about even more options? The much-loved 
Take A Drive will return, but it’ll be joined by even more driving 
games, plus the Film Director option that Martin reckons has “a few 
new functions and features and has been made a little more intu¬ 
itive”. If you’re talking additional extras, however, one in particular 
must surety be top of any wish list. “The plan is for multiplayer split¬ 
screen,” Martin reveals. “It’s not possible in the main cities, but what 
we can do is build a relatively large area and we’ll have a racing or 
chasing game in there specifically for two players.” 

Duel with Cadillacs? You and a mate playing chicken with rubbish W 
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•DRIUER 2* 

the neui missions 


While the team liked the element of choice in the 
original game, personified by Driver's answering 
machine, they intend for the sequel to have a much 
stronger plot line. “Cut-scenes tell the basic story, 
and each mission will lead on from one of these 
cut-scenes,” Martin confirms. “In Driver 2 you 
actually have a reason for doing the mission and 
you care about why you’re doing it.” We talked to 
Reflections’ mission designer about the effect this 
will have on the gameptay: “in the original Driver 
you just had to beat the clock, but in Driver 2 we’re 
trying to create a more exciting sense of urgency,” 
he told us. The fact that you can leave your car 
opens up a whole range of new possibilities. “In 
one mission you’re doing a deal with these guys 
when the police arrive on the scene. You have to 
get in the elevator and get out on another floor of 
the multi-storey, nick another car and drive off.” 
The brief for Driver 2 was to engineer even more 
dramatic moments, so you might approach a station 
and find that one of the gangsters is tied up in the 
boot of a car that has been left on a railway bridge 
with a train coming, and you’ve got to save him. 
Elsewhere you’ll have to take the wheel of a car 
packed with high explosives and drive to safety, or 
cope with other drivers intentionally trying to trap 
you in a mazey warehouse complex... “It’s all an 
attempt to get the player thinking a bit more,” 
laughs the mission expert. 


•DRIUER 2* 

THE netlJ STORV 

tr nn e r bach unDERCoueR 


Driver 2 is set some years after the original. Tanner, the undercover cop who you played in the first game, is still treading the thin 
line between upholding the law and proving himself the top wheelman in the business. Martin Edmondson revealed, “The story is 
basically about a pair of gang leaders. Solomon Caine is the leader of a gang in the US and there’s a rival guy from Brazil called 
Alverro Vasquez who has his gang. The plot follows the rivalry between these two - and it gets pretty unpleasant. Your job is to set 
things up so that there isn’t some huge gangland battle.” 
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HI An early wireframe of Las Vegas. 123 Driver 2 will take much 
longer to finish than the original. DMH Imagine what these roads 
will look like with cars and buses and trucks on them! 


•DRIUER 2* 

THE neui CITIES 

The kind of information needed to build a Driver city can’t be read in books. 
Reflections sent their own people on research missions. Driver 7s lead artist told 
us, “When you’re in a certain area of the city, it should always have certain recognisable 
features, so that you know exactly where you are without having to look at a map.” 
White the locations have changed, the size of each city is roughly equivalent to 
those in the original Driver, albeit with more detail. 


look 


Converter 


► trucks? Consider our appetites well and truly whetted. No doubt the 
flash new features will grab the headlines, but that doesn’t mean 
Reflections has skimped on detail. This time the cut-scenes are 
being lavished with plenty of loving care and attention. 

‘With Driver 2 the renders are like night and day in terms of image 
quality,” Martin enthuses. The team’s goal is to immerse you in a liv¬ 
ing, breathing urban world even when nothing shady appears to be 
going down. “The pedestrians in Driver- all they ever did was walk 
or sit down,” laments Martin. “In Driver 2 they’ll have a much greater 
range of movements. For example, if you’re next to a beach, there’ll 
be lilos with people lying on them. They may occasionally get up and 
buy an ice cream... You might have been playing for weeks before 
you notice the guy who crosses the road to buy a newspaper.” 

That settles it, it must be too short. “You’ll have to play through all 
40 missions,” Martin says, reminding us that Driver could be com¬ 
pleted by playing a little over half that many. “The game will take 
longer to finish,” he adds with wicked understatement. 

Our contact falls silent. He has told us all he is willing to reveal for 
now. Time to leave. On the drive back, we double-check our mirrors 
- but if Tanner was there we didn’t see him. But then again, eve n if 
he was, you wouldn’t. 
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Country of origin: US 
Distinguishing features: Casinos, cacti, dust 
“One of the problems with Las Vegas is that it’s so 
over the top. It would be very easy to recreate exactly 
what it’s like, only to have people go ‘it doesn’t 
■- really look like that,”’ comments Driver 7s lead artist. 
1 ‘You’ve got hotels like Excalibur, which is like an 
enormous toy fort. We’ve got enough polygons to 
• recreate it exactly, but people would look at it and 
think ‘that just looks like a toy fort’. I’m pleased 
with what we’ve done though. It’s not really coming 
across like that. It comes across as a real place.” 

Hauana 

Country of origin: Cuba 

Distinguishing features: Back alleys, cars, street-life 
“I was knocked out by the variety of textures and 
everything that was there,” Driver 7s lead artist says 
of the Cuban capital. Martin Edmondson adds, “It’s 
so different to mainland USA. It has some really old 
buildings—decrepit, falling-down buildings.The funny 
thing is they all drive US cars there. They’re like the 
old New York cabs. The designers came back with 
photographs of huge finned Cadillacs and beautiful 
■ old classics like that.” 

Chicago 

Country of origin: US 

Distinguishing features: Great lake, eleuated railway, uieather 
Home to The Blues Brothers , this metropolis was as 
tricky to encapsulate as New York had been in the 
first game. “The sheer size of Chicago was 
intimidating. The atmosphere is incredible, with those 
back alleys and iron stairways. There’s also the 
constant sound of the trains going over and this 
huge canyon effect with the buildings in the centre. 
The fact that it’s next to a lake gives it a certain 
character as well. Lake Michigan’s so big Chicago’s 
almost like a coastal town.” 


Rio de Janeiro 

, Country of origin: Brazil 
Distinguishing features: mountains, slums, beaches 
The art boys were really bowled over when they went 
to Brazil’s largest conurbation. “It’s breathtaking, but 
the reverse side is that you look at it and think ‘Good 
grief, I’ve got to try and fit all this into the game!”’ 
exclaims the lead artist. “After a while, you’re not 
looking at buildings as pieces of architecture, you’re 
weighing up how many polygons are in them! We’re 
hoping to create this huge spatial thing with Sugar 
Loaf mountain sticking up at the back.” 
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cial moves. Hit the Select button and a rather innovate mode 
called ‘julius.T.Strangepork’ will fire up. Once activated, simply 
accelerate for the Al to take the steering off your hands, and 
give you control over pick-ups. 

And that’s not all. The game’s Al will adjust to match the play¬ 
er’s ability, so if the player has not played before or is not par¬ 
ticularly good at the game, the Al will adjust accordingly. As the 
player improves, the Al increases. 

The Game Status menu lists your progress and tells you 
which areas of the game you haven’t yet unlocked. As you earn 
a tick on each of the main courses by winning them and com¬ 
pleting the various adventure mode tasks listed, you get closer 
to completing the game. Another incentive to completing tracks 
and collecting items is you can unlock some 28 video clips from 
the Muppet movies. 

While not incredibly complex, the weapon system suits this 
style of game with only limited weapons to pick up, and not too 
much control over what you use. There’s a flying fish missile, a 
bouncing bomb, a landmine-laying penguin, and a pretty amus¬ 
ing homing chicken that’s bound to be Gonzo’s favourite. 

Overall, the graphics have 
an animated cartoon 
^Kt feel, and while 

they’re bursting 
with colour 
and move ‘ 

® JF ment, they 


(j I fondness The Muppet Show. The animated antics of Jim 


. I Henson’s famous family of hand puppets have captivated 
f I audiences the world over, and their latest venture sees 
them treading on new and uncharted territory - the PlayStation. 

At first sight, Muppet RaceMania draws comparisons with 
other wild ’n’ wacky 3D racing games, such as Crash Team Racing 
and Speed Freaks , as on the surface that’s the style of gameplay. 
But once you probe a little deeper you’ll discover a huge variety 
of race modes, proving that this is no run-of-the-mill arcade racer. 

Inspired by the six Muppet movies that have graced the big 
screen, each of the 34 race circuits are based on locations in the 
films. Each location is a completely different theme with new envi¬ 
ronments and track surfaces. There are 12 racetracks, six battle 
courses, six stunt courses, plus bonus courses and super sprint- 
style courses awarded for finishing the game. The circuits may 
appear tough the first few times, but once programmed into the 
old grey matter, the steering becomes second nature, freeing up 
your concentration for one of the other key tasks of each mode. 

All up there’s expected to be 16 modes for one and two play¬ 
ers, with some bringing a real breath of fresh air to the standard 
kart racing action. In stunt mode players must navigate their way 
from one end of a course to the other in the fastest time possible. 
Battle mode can be played one-on-one against the game’s intel¬ 
ligent Al opponents and is rather similar to Destruction Derby , 
and chicken chase mode is similar to ‘capture the flag’. 
There’s also an adventure mode where you have to collect f 
tokens within a certain time limit, find hidden characters, f 
and save the Doozers (from the Fraggle RockTM series). 

There are 34 Muppet characters in total, all with their 
own unique vehicles, handling characteristics, and spe¬ 
cial moves. Naturally only a small number of these are 
available at the start of the game, with the rest becom¬ 
ing available as you progress. 

The first option at the main menu is appropriately titled 
‘Meet The Muppets’. Here you select any one of the eight 
characters and their vehicles available at the start, including 
Kermit and his green classic racer, Miss Piggy and her purple 
monster truck, and Animal and his sunburst dragster, and take 
them for a spin in the Test Drive Zone, giving you a chance to see 
how they perform. Each vehicle drives differently based on surface 
grip, handling and overall power, so where one might not corner 
too well, it may have a high top speed, if you don’t like your 
Muppet* s default vehicle, you can select one of the others. Test 
Drive Zone is also filled with pick-ups to see how your character 
responds to its weapons and turbo boosts. 

Your Dual Shock controller, or more likely your fingers, work 
overtime, with a control assigned to every button. Accelerate, 
jump, brake and power-slide your way along the courses. Also, 
an auto-camera button gives you the option to focus on the 
nearest point of interest, and the R and L buttons launch pick¬ 
up weapons, kick in the turbo boost and activate vehicles’ spe-. 


+B7 DAMAGE 


! don 

f One area that truly shines though, is the audio. The HensornecW 
has reopied special voices and sound effects just for the game, and 
there’|pPess than 32 high-quality music tracks to tap along to. 
^BBle there’s no question this title is aimed firmly at younger 
gamers, don’t disregard it. Some of the modes will have you 
Returning to this great Muppet caper over and over again. U3 
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uld have just been 
racer, but there’s so 
:>re to it. 


Don't expect any GT2 physics 
and handling here. But then 
again, they’re just a bunch of 
hand puppets... 
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The 34 circuits in 
Muppet RaceMania are 
based on locations in 
films such as The Great 
Mupper Caper and 
Muppets In Space. 


There's a flying 
|fish missile, a ^ 
bouncing bomb,^ 
a landmine-laying 
penguin, and a 
pretty amusing 
homing chicken" 
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□ Better links between the 
modes would help, such as a 


An innovative mode called 
‘Julius.T.Strangepork' will 
take the steering off your 
hands, and give you control 
over pick-ups. 



























TOCR has been replaced with a more globally appealing racer. fllike 
(Uilcox reus up this new baby and pretends he is Craig Lowndes. 


Laguna Seca, and the Australian tracks include Bathurst, Adelaide, and 
the Gold Coast. In total, 23 real circuits spread across five continents, 
offering a wider choice of driving environments than ever before. Thanks 
to all the added race teams, there are now 43 cars to earn, unlock and 
drive. Some of these include models from Volvo, BMW, Alpha Romeo, 
Toyota, Mitsubishi, Mazda, Subaru, and with much delight, Australia’s 
Ford and Holden. That’s right, neatly tucked away up the back of this vir¬ 
tual car park of classic streetcars are last year’s models of the Ford 
Falcon and Holden Commodore. So prepare to give Australia’s favourite 
family cars a good thrashing against some of the world’s fastest two and 
three-litre models. 

Aside from the mandatory single race and time trial modes that 
come standard in most racing games, there are two new race options. 
The Championship mode from the early TOGA titles has been ditched, 
owing mainly to the unpopular points system used for advancing 
through the game. In its place is Career mode, which offers drivers 
races at different locations. For example, BMW might offer you to 
race at Hockenheim for their team. If you do well for them, you will 
get offers from other teams around the world, and if not, the offers 
will still come in, but they will be much less appealing until you can 
finally prove yourself. The other new mode is Tournament Racing. 
Here drivers can create their own mini-championships by choosing 


— he early TOCA series managed to prove just how well the rac- 

I ing action of the British Touring Car Championships suited 
console gaming. Back then the designers set out to accu¬ 
rately simulate the particular racing variables of these two- 
litre mass production everyday sedans. Even though each car has 
been transformed into one lean mean bitumen-burning machine, 
strict rules are enforced on both weight and maximum engine power, 
making for incredibly close racing action. Therefore ‘experimenting’ 
with the setup options is a major part of the gamepiay. Says the 
game’s producer, Gavin Raeburn, “One of the big differences in the 
new version is it now features cars and tracks from around the 
world. TOCA 1 and 2 were very British games, featuring Brit cars and 
tracks, and racing rules. You can only go so far with a game like this. 
What we’ve tried to do this time around is keep the simulation 
aspects, but also make it a lot easier to get into, so there’s still the 
depth, but with a more arcade feel to it.” 

The engine under the bonnet of l/VTChas been rebuilt from the grease 
pit up, this time as a console-only game, with a new list of features set 
to outrun its early predecessors by a mile. For starters, the list of tracks 
and cars is exhaustive. You’ll travel through Europe, up and down the 
US, around Japan, and in Australia. Some of the famous street circuits 
and FI tracks include Hockenheim, Silverstone, Suzuka, Okayama, 


Gone are the British undertones 
of TOCA. WTC - World Touring 
Cars features cars and tracks 
from all around the world. 
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which tracks to race on and who to race against. Two and four-player 
mode returns, only this time without the need for a link cable and two 
of everything else. The action is designed for spitt-screen fun, how¬ 
ever, expect some squinting if you plan on sharing the one screen 
with all four players. 

Time trials are the perfect scene for becoming ‘one’ with each of 
the new cars you unlock. This is also the place to start improving the 
car’s speed by altering its many settings. Everything can be opti¬ 
mised from the gear ratios, brake balance and anti-roll settings to 
suspension, tyre type, and driver assistance options such as ABS, 
traction control and telemetry. 

If you’ve experienced any of the earlier series, the new car han¬ 
dling will appear significantly different. For starters, learner drivers 
can now look forward to keeping their car on the tracks for longer, 
thanks to the toned down simulation mode, which removes the 
super sensitive handling of earlier TOCA games. The cars all feel and 
drive like they are heavier and more solid... That is, until you start 
banging into things. 

The damage system has been given a serious makeover and is 
now based on real-life physic Ay emulating the crumple zones 


found in a real car, the system will simulate the same sort of damage 
that would happen to a real car when it collides with an object Every 
polygon that goes into making up each car is independently 
deformable, so the shape of the object that the car collides with will 
determine the extent of the damage, right down to the exact degree 
of the angle the car was struck at. Hoods fly off, front windscreens 
shatter, wheels tear away, and damaged bumpers dangle danger¬ 
ously - all signs that it’s time to pay a visit to the pits. 

Graphically, it is much cleaner looking than the TOCA series, with 
more detailed cars, and improved off-track visuals featuring added 
movement like trucks, animals, birds and even a monorail. The driving 
views include the usual two types of outside-behind views plus driver- 
cam. The on-screen menus are clear, simple and not distracting, how¬ 
ever, it would be nice to have the choice to switch it off. Although this 
early copy has the original TOCA engine sounds, they will be replaced 
by authentic sounds recorded at a special indoor testing facility. 

WTCs new arcade feel, along with tweaked At, looks like making 
for a well-rounded game, offering everything a racing game should: 
challenge, excitement and entertainment. Besides, it deserves an 
elephant stamp just for getting all the Australian details correct, ids 


The handling and physics 
of the cars is significantly 
different in WTC - World 
Touring Cars compared to 
the TOCAs. 


This is a sharp left turn and 
clear home straight in front of 
its predecessors. A slicker 
presentation with much more 
variety. 


Those looking for the level of 
difficulty and realism of the TOCA 
series might be disappointed with 
the new physics and handling of 
the cars. 


Let’s hope enough work is 
done on the four-player split¬ 
screen mode to make it 
bearable to play. 
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Is nothing safe from £fl? How Formula One 
gets the big budget, soft rock treatment. Justin 
Caluert hits the straight... Rnd the brake. 

y - mm "** ewcomers to Formula One traditionally take a few seasons to get up to 


For the first time ever - if EA doesn’t spin off at the first corner - you ll be able to 
play a Formula One game boasting up-to-date drivers and teams from almost the 
very start of the new season. No more spending ages typing in the right names - 
they’ll all be there for you. 

Naturally, all the circuits are accurately reproduced, and at this stage PSM must 
warn you that they are the best-looking PlayStation realisations yet. The cars have 
also been lovingly recreated, complete with the liveries and sponsors for the 2000 
season, great-looking cockpits, and little lights on the steering wheel that go on and 
off when you change gear. Aaah. 

Set-up options are somewhat simpler than in other FI games, and even the 
fully functioning telemetry system (which records your car’s performance on each 
lap) is easily accessible and will help to squeeze every last drop of performance 
out of your car. 

At the glamour end of the scale is the race highlights option, which enables you 
to select five or six key events from the race, which may or may not have involved 
your driver. The only thing missing from FI 2000 -as far as PSM can tell - is Murray 
Walker. Instead of his endearing blunders, you’ll be in communication with your 
team in the pit lane. TV presentation comes later from Jim Rosenthal. 

Anything else they’ve missed? Only the smell of WD-40. D 


Unlike most FI games 
that are a year behind, 
all the current statistics, 
teams and drivers will 
be in FI 2000. 


The tracks are great-looking, 
and it features a useful 
telemetry system and the 
season 2000 statistics. 


There’s no Murray Walker, 
there’s less cars than GT2 
(drats). and there’s no rally 
mode (double drats). 


“...you'll be able to 
play ... up-to-date 
drivers and teams 
from the very start 
of the neuj season' 


FI 2000 promises to be a 
serious contender. Tyre 
blow-outs and pit crew 
mishaps aside, there’s no 
reason why it shouldn’t win 
the race to the top of the 
charts this year. 
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Classic gameplay with good 
bonus games and lots of 
fighters. 


It's not real 3D. the moves are 
limited, and... isn’t this getting 
old? 


Street Fighter EX2 Plus is 
another nudge in the right 
direction and should emerge as 
the best game in the series so 
far. But, by its very nature, 
Street Fighter lacks the depth of 
the Tekken games. The whole 
idea seems a bit dated now. 
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Just when you thought the Street Fighter series was ancient 
history it moves into a new dimension. So you think you know kung- 
fu? flick Jones doesn't, but he's getting the hang of some moves... 


WATCH OUT FOR... 


So you thought Keanu and mates were cool 
in The Matrix ? Well, EX2 Plus has a special 
move that enables you to pull off some 
even more outrageous kung-fu moves. 
Every character can do it - press kick and 
punch together and you can pull off a super 
10-string combo in a matter of seconds. 


S urely the Street Fighter games are long past their sell-by 
date? It has been more than 10 years since the first, but 
it seems, thanks to a few name changes here and there, 
that the series is as popular as ever. The formulaic gameplay 
evolves at the same rate as a turtle and the game has never 
quite managed to lift itself out of the 2D ghetto, but its fans 
don’t seem to mind at all. 

Not that the snappily titled Street Fighter EX2 Plus isn’t try¬ 
ing. It’s actually the second Street Fighter game to experiment 
with 3D, although the moves are based on the resolutely-2D 
Alpha series. That said, the more over-the-top Alpha moves 
from previous outings have been replaced by a more intuitive 
fighting system. It’s now much easier to pull off combos as they 
make more sense, and you instinctively know which button to 
thump next. 

For all the lovely 3D visuals though, the game still plays in 
two dimensions. There’s no side-step move - a feature that 
truly opened up Tekken III. The backgrounds are also achingly 
old school, although they do retain that unique Manga feel. 

But SFEX2 Plus? s most outstanding feature is its speed. It’s 
a great test of hand-eye coordination, which makes it all the 
more satisfying when you intentionally pull off a spectacular 
move. True to form there are numerous characters to choose 
from, each with their own style. Several new faces make their 
debut, but you’ll be glad to hear that all the old favourites 
return. There’s something about Ken Vs Ryu or Chun-Li Vs Guile 
that truly warms the blood. 

There are plenty of extras here for the dedicated fan. The 
director mode enables you to record your favourite fights and 
edit them. Naturally you can preserve these sequences on your 
Memory Card, then threaten your mates with an exhibition of 
your Street Fighter prowess. Bonus games can be unlocked by 
completing different levels, which consist of timed exercises or 
just smashing stuff up. 

Street Fighter is the comic book of beat ’em ups. Amazing 
special effects and combos are part of its folklore. Don’t expect 
anything like the depth of Tekken III, but if you’re after an arcade 
experience, SFEX2 Plus might be right up your alley. 


Graphically this is easily the 
best-looking Street Fighter 
game on the PlayStation. 






























an iiyio: Shoot 'em uo Planum; Pour 


The trademark style that 
made the Doctors a huge 
success in Point Blank has 
re-emerged in Ghoul Panic. 


do _ mi 


1 

Ghoul Panic * 

It was a perfect job for the Ghostbusters, 
but unfortunately they ujouldn't come to 
the rescue. So it luas up to Richie Voung 
and his trusty G-Con MS lightgun to save 
the day. 

t’s immediately noticeable that Ghoul Panic is from the same gene pool as 
Point Blank 1 and 2, and this is not surprising since it’s the latest offering 
from the same stable of shoot ’em up ^ticlu ding the timeless Time Crisis. 

In terms of format, objectives and g^jKplay, Ghoul Panic and the Point 
Blank games couldn’t be more similar, Theftrademark style that made the 
Doctors a huge success in Point Blank has re-emerged in Ghoul Panic, howev¬ 
er, the characters and storyline are brand spanking new. 

Set in a haunted house, Ghoul Panic mixes comic horror with excellent 
gameplay. A wicked witch named Witcherina (well it’s original...) weaves her 
evil and turns your sister and yourself into cats. Seething with revenge and 
wanting Witcherina to reverse the spell, you venture into her house. 

Inside, you find a whole gallery of things to satisfy your blasting urges. The 
house is dimly lit and contains four floors. Short of being free-roaming, adven¬ 
ture mode allows you to move around the house by directing where you want 
to travel by shooting the corresponding (t, and -*) arrows. This is one 
of the best innovations of the game and is the starting point for you to search 
the house for items to advance further in the game. Hidden in each level are 
various keys and tools that help you complete each floor. As each floor is com¬ 
pleted, a sub-boss appears that you need to defeat. 

"Hot only mill you be blasting more ghosts and ghouls than 
chickens and sheep, the stages are more interactive" 

Along with the excellent adventure mode, there is party, survival, arcade and 
ractice modes a la Point Blank as well. 

Although similar to Namco’s other shoot ’em up titles, Ghoul Panic intro¬ 
duces us to new tasks and games. Not only will you be blasting more ghosts 
and ghouls than chickens and sheep, the stages are more interactive, including 
parts of the scenery which are shootable. So, instead of shooting ghosts, you 
can hit a table, chair or even a picture frame and take out a number of critters 
with one blow, resulting in heightened entertainment value. 

One particular level that is outstanding and looks fantastic has you trying 
to shoot as many skeletons as possible while they parade and dance across 
the screen. Some breakdance while others do the moonwalk and dance 
Latino-style! 

Once each level has been coipfjped, you’ll be given a breakdown on your 
shooting performance. Statistics fof your number of hits, rate, speed and accu¬ 
racy are all calculated. Again, as with the Point Blanks, each level is either 
classed as practice, beginner, advanced or insane. However, overall Ghoul 
Panic offers more challenges and greater playability. 

An all-new four-f5layer party mode is sure to please. It takes the form of a 
simple race in the same vein as the old roll-the-dice board games as you 
wait for your turn. The distance you travel here is determined by how well 
you perform on each stage. More points convert into more metres. This 
encourages competition and puts Ghoul Panic amongst the best party 
games available. 

While this game and the previous Namco shoot ’em ups have been designed 
for use with a joypad as well, it’s with the G-Con when they really shine. When 
Ghoul Panic is released you will have the option to purchase it as a bundle with 
the Namco G-Con 45 lightgun. 

Overall, as much as Ghoul Panic has ‘borrowed’ from its older family 
members, Namco has produced an entertaining shoot ’em up with lots of 
comic appeal. 


^sm opinion 


The new levels provide more 
targets and adventure mode is 
excellent. 


Too similar to the Point Blank 
games to be regarded as an 
innovative new title. 

Gamers are still waiting for new 
titles to use with their G-Cons, 
and with only a handful of shoot 
’em ups on the market, Ghoul 
Panic (at this stage) isn’t going 
to offer anything significantly 
new. Hopefully more features 
will be added before it is 
released. 
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is very cartoony - bright colours, kiddy 
characters and outlandish bikes. In the 
arcade mode you’re racing against a 
computer-controlled delivery driver, and 
he's very handy at taking sharp corners. 
Beating him without the use of shortcuts 
or power-ups is very difficult. 

The arcade game only had a handful 
of tracks, but for the PlayStation version 
the developers have built 28 new circuits 
which are littered across the globe. To 
get them through the city streets and 
weave through traffic, the drivers have 
use of power-ups. Turbo lets you speed 


over car roofs, while the power kick just 
boots everything out of your way. If you 
want to get through the game, at the 
moment you have to pretty much hit 
every turbo on the track. 

Graphical glitches abound in this 
preview version and the difficulty level 
needs to be tweaked to make the game 
more playable. All the same, we do have 
a soft spot for arcade classics and 
Radikal Bikers has that elusive something 
that keeps you coming back for more. 
Much like a Super Supreme with extra 
anchovies... DM 


Radikal Bikers was a massive hit in the 
arcades, with its funky handlebar 
controller and novel concept of racing 
around cities, popping wheels, and 
delivering pizzas. Those gluttons at 
Infogrames reckoned it’d make a great 
port, so here it is in all its 
glory. 

The premise is a simple one. Ride 
your scooter along city streets, booting 
out of the way, while trying to get 
your pizza to the next stage before the 
cheesy topping congeals. 

Sticking to its arcade roots, the action 


CRUSRDSRS DP fMGHT RflD fllRGIC Publishe r: Sonu/300-1- D eveloper ; flew World Compute Release datej OyjnouLj: P TlfljlllJjS j SInje: Role-playing Q 3 miL pla U H tjllM 



fl third-person adventure set iri a magical uiorld 
threatened by undead monsters. 


One of the longest-running role-playing 
lines on the PC, the Might And Magic 
series is about to make its PlayStation 
debut. But rather than sticking with those 
traditional role-playing rules, New World 
Computing has taken a different approach 
for Crusaders. 

Combining role-playing elements with 
the popular, third-person adventuring 
made famous by the Tomb Raider senes, 
Crusaders Might And Magic throws you 
into a magical world threatened by an 
army of undead monsters - the Legion 
Of The Damned. 


Cast as Drake you must join the High 
Guard and destroy the undead menace. 
It’s not easy! 

Drake is capable of all the usual 
running, jumping and climbing moves in 
his efforts to thwart the great evil. In 
addition, he can make use of a variety 
of objects that are fortunately lying about 
to help reduce his opponents to bone 
powder. He can even chuck magical spells 
about if he's in the mood. 

As you progress through the game, 
in typical role-playing style Drake slowly 
gains experience - improving his 


statistics and developing new skills and 
abilities. 

Crusaders Of Might And Magic 
certainly yanks ail the right RPG knobs, 
and with its fresh action bent, may be 
just the thing that Deathtrap Dungeon 
fans in particular have been waiting for. 
The game is a clever combination of 3D 
action and role-playing that certainly has 
a lot of promise, but perhaps because 
of its subject matter and all-round 
’beardiness’, is unlikely to challenge the 
likes of Ms Croft and Mr Soul Reaver. 
Time will tell. AB 


neeD for speed: pqrschb 2000 


Publisher: EFU Oaualopar: EH - i Release dat a : flqril l Origin: USl Styla: BscinaI PljMrsLgML 



fln amalgamation of the Head Far Speed series 
and a feui other well-known driving games. 


The Need For Speed series is becoming 
so bloated that the sequel numbers are 
being left off. EA is also obviously having 
a hard time coming up with new ideas. 
Porsche 2000 is just an amalgamation of 
old Need games and a few other well- 
known driving games. For example, there 
are the police chases from Hot Pursuit, 
the career mode, garage and winnings of 
Gran Turismo, and the, umm, Porsches 
from Porsche Challenge. 

To its credit, Porsche 2000 is about 
as stuffed full of features as a Mini would 
be if you attempted to recreate the joke 


about how to fit five elephants in it. The 
career mode sees you start out as a new 
employee at the Porsche testing garage 
in 1948. Through a series of challenges, 
timed laps and worldwide deliveries you 
hope to gain promotion. Some take place 
on test circuits, others on the open road 
with cops and Sunday drivers out. 

Alternatively, you can start out with 
some cash and buy an old and cheap 
Porsche, then take part in a number of 
cups and endeavour to build up your 
resources and garage to earn more money. 
The career mode works in real-time, with 


vehicles depreciating with use and age, 
and some of the other 40 models becoming 
available at historically appropriate times. 
There’s also a series of two and four- 
player split-screen races and challenges 
to try out. Capture the flag is a race to 
a number of random checkpoints, while 
chase mode acts like tag as you ram your 
opponents at every opportunity. 

The series has always had an arcade 
bent, but with the addition of an official 
license, Porsche 2000 is trickier to drive. 
It may not be entirely original, but it might 
keep you happy if you've finished GT2. SO 


Publisher ; Ozisoft/lnfogrames I Develo per; Gremlin Release date ; April | Drifl in:UHjStylB:Fighting aduBntjire, j PI a ners: JPour, 


GBRIDO 



I'll have ya!” This is the call to action that 
many a fighting game has heeded, only to 
get a face full of asphalt. Combing fighting 
with 3D street walking, as Ninja and 
Fighting Force demonstrate, can be a 
pretty painful business. Nevertheless, 
Gekido has chosen to exit the safe confines 
of the arena, knowing the risks if it can't 
deliver responsive controls and a range 
of useful moves. 

Perhaps wisely, Gekido takes the arcade 
route (think Double Dragon or Streets Of 
Rage). It doesn't bother to hide the fact 
that you’re basically flipping from one 


stretch of road/barge/train to another. 
Instead it concentrates on cramming as 
many mutants and other assassins into 
each stage as possible. Your opponents 
are a curious mix of men with guns, ninjas 
with knives, towering robots, snarling dogs 
and various sub-categories of man/animal 
things with electrifying special attacks. All 
must be besten with just the power of 
your limbs, or perhaps bits of scenery 
and enemy weapons. 

Where Gekido looks to score over 
previous street scrappers is in the number 
of moves on offer. By focusing on combos, 


and including both airborne and crouching 
moves, Gekido sidesteps out of trouble 
before boredom sets in. Progression is 
rewarded with new moves, the button 
combinations are displayed in a neat on¬ 
screen box and each playable character 
adds to the variety. 

It might not look original, but Gekido 
looks well-designed and polished. Will it 
last? Like many arcade games, Gekido is 
linear and relies on continues rather than 
restart points. It could be all too easy 
to continue straight through its 17 
missions PW 
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NHL Blades Of Steel 2000 is Konami’s latest 
in the ice hockey arena, and on face 
got everything a NHL fan could 
want. In fact, in terms of gameplay options, 
BOS is right up there with NHL 2000. When 
you’re on the ice you can perform almost 
every move in the sport, such as wrist shots, 
formation changes, and flip passes. And of 
course, there's fighting involved as well - a 
must in any NHL title. 

Unfortunately, while you have all these 
moves at your disposal, getting the players 
to do them can be a chore, as the 
responsiveness of the game isn’t good at 


of Randy Hahn is great. While he is quite 
repetitive, most of the comments fit the 
action well and he does add some 
professionalism to a game that is in need 
of it, big time. 

Trying to knock NHL 2000 and NHL 
Championship 2000 out of the position of 
the Kings of Ice Hockey Games is a tough 
ask. NHL Blades Of Steel 2000 really does 
have to improve quite a bit to make NHL 
fans switch to this title. Somewhere, hidden 
under the sloppy graphics and sluggish 
control, lies a good game. It’s Konami’s job 
to lure it out of hiding. EC 


puh 1 *DeueIease data: TBR 1 Origin: Japan IStula: Scare 'em upiPlauera: One 


Galerians tells the story of a young lad, 
Rion, who on awakening in an operating 
theatre finds he has been genetically 
enhanced and boasts devastating telekinetic 
abilities. Using them to remove the metal 
clamps holding him down, the game begins 
with an amnesiac Rion escaping his confines 
looking for answers. 

Like all good thrillers, Galerians starts 
with a mystery and adds layers of 
background via intercut scenes. This gives 
the ASCII team the chance to show off 
some stunning rendered movies, with cut- 
cenes of bloodied corridors full of dead 


However, when Rion touches objects 
using his psychic link, a mental image 
appears offering a blatant clue to your 
next move. For the most part, the image 
will be of a coloured switch or the 
whereabouts of an object. These overt 
signposts are set to become the game’s 
main point of contention. 

But Galerians is more concerned with 
storytelling than puzzle-cracking. This even 
extends to your character whose abilities 
grow with the plot. Will it be a Resi 3 
beater? Read our minds via a future 
review... SM mm 


BALLISTIC 


GALERIflnS 


Itchell Corporation T Balaaaa da te : li laij j Origin: Japan IStula: Puzzler LPi-gara- Turn 


Simplicity is a beautiful thing. In an age 
where we are often bombarded with games 
that require a rocket science degree to 
decipher, THQ is set to release this 
refreshing puzzler. 

Based on the same simple premise pf 
Taito's Bust-A-Move games, Ballistic is all 
about matching coloured balls and sparking 
chain reactions. There are three modes 
- Panic, Stage and Vs - all of which prove 
to be dangerously addictive! 

Essentially this game comprises a 
concentric spiral that contains coloured 
balls moving towards the centre. Your 


those of Bust-A-Move. However, thankfully 
they won't fry your eyes after endless 
hours of play like some other puzzlers. 

Simultaneous play with a mate is top 
fun as you battle it out to eliminate your 
allocation of balls in the shortest time. 
You’ll soon be figuring the best ways to 
’seed’ a reaction, as opposed to knocking 
out small sections of the trail quickly. 

Puzzle games come few and far 
between and decent ones are even more 
rare. Ballistic is shaping up as an 
addictive game with a ton of 
entertainment value. RY 


Publisher: GT Interactive |DauBlopar|Hggpl Balaa ag date: Pul non ; Or igin: USi Stale: Basketball sim IPIaua r a; Einht 


world of NBA basketball games, 
there are two distinct styles of game that 
you can choose from. The first is the NBA 
sim, featuring the likes of NBA Live and 
NBA Shootout, while the other is the NBA 
arcade-style game, which is owned by NBA 
Showtime. NBA In The Zone 2000 from 
Konami slots somewhere in the middle of 
these two styles by providing an NBA game 
that features all the trimmings of the sim- 
style titles, but with a few twists to make 
sure the gameplay is fresh. 

One such twist is the slam-dunk 
NBA In The Zone 2000 is the 


ITZ2000 is a mixed bag graphically. The 
courts look quite nice, but the players don’t 
look so good. Also, replays are far too short 
and the camera work is rather poor as well. 

Ray Clay, who is the courtside announcer 
for the Chicago Bulls, adds a lot to the 
atmosphere of this game. However, Konami 
hasn't provided any commentators for the 
play-by-play, leaving the game feeling empty. 

NBA In The Zone 2000 isn’t going to 
make basketball fans switch from their 
favourite titles (most probably Live 2000 
or Showtime), but it might just make a 
pretty good “second best” game. EC 
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“Vay, Beatmanial" Up went the disco balls and coloured lights, in came the 
smoke machine, and out came our favourite dancing frocks... Talk about disco 
fever. Once we recovered, we became ofsessed with Colin fTlcRae Rally 2.0, 
Syphon Filter 2, fTlicro maniacs^JTlediBvil 2, Rollcage Stage II ... and more! 


PSm ratings 

10 For games that are near-perfect. 
R must-bug. 

9 Highly recommended, this is 
a great game to play. 


Uery good. 

Well worth considering as a title. 


Plot bad, but minor flaws 
mean we have doubts. 


Fairly average. 

Hot really worth purchasing. 

The wrong side of average. 
UJe'd avoid it. 


Looking pretty dodgy. 
(Tlajor problems here. 


Uery poor. 

Something has gone badly wrong. 


Rubbish. 

Rn inept, short-lived game. Just crap. 


Take CD from sleeve 
and use as coffee coaster. 


Colin fTlcRae 


Baatmania has swept PS/# Towers and the office uias transformed into a nightclub with Grand Master Rob spinning the discs. 


FIOflR Spec Ops: Stealth Patrol 


Rollcage Stage II 

58 

Syphon Filter 2 

60 

micro maniacs 

62 

Cricket 2000 

64 

iTIediCuil 2 

66 

Die Hard Trilogy 2 

68 

Rally Championship 

70 

Theme Park World 

72 

Colony Wars: Red Sun 

74 

Beatmania 

75 

Cagle One: Harrier Rttack 

76 

Chrgeiz: God Bless The Ring 

77 

Star iHiom 

78 

Vandal Hearts II 

79 

marvel Vs Capcom 

79 

Tiger Woods 2000 

79 

Renegade Racers 

79 

Cwtreme 500_ 

80 

Rugrats Studio Tour____ 

80 

Rrmy men: Serge's Heroes 

80 

Caesar's Palace 2000 

80 

Puma Street Soccer 

81 
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Publisher: 

Ozisoft 

Deueloper: 

Codemasters 

Release date: 

Rpril 

Origin: 

UH 

Style: 

Rally sim 

Price: 

$89.95 mZ$U9.85] 
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The rally game for purists and 
and houj... 

T he first thing Colin veterans mill notice upon sterting up 
Colin 2 (sorry, Colin 2.0) is thet the blue Suberu Impreze 
is no more. ITIr fTlcRee accepted s large envelope of 
money from Ford lest year to abandon his Japanese pels and 
clamber into the new Focus rally car. But fear not, fans — the 
Impreze is still available as an option, along mith the (Tlitsubishi 
Lancer, the Toyota Corolla, the Peugeot 206 and the SCAT 
Cordoba. Oh, plus some splendid hidden bonus cars. 

The next thing you’ll notice is that the graphics are absolutely 
astounding, depicting everything in fantastic detail. The cars have 
transparent windows through which you can see the roll-cage and 
the seats. But how it has managed the next bit truly is a mystery. 

If you crash into a tree you’ll actually damage the car. Not just 
bend it randomly a bit, but deform it properly as if you’d actually 
driven a real car into a real tree. The front will smash in, and the 
bonnet will pop-up and flutter disconcertingly every time you go 
over a bump. Spin into a rock and you can burst the boot open, 
so it flaps up when you slam on the brakes. You can even dislodge 
the rear bumper, leaving it hanging precariously by one screw. The 
faster you go, the more it flails in the slipstream. 

The roads and tracks you belt along are fearsomely narrow, and 
the finely-detailed graphics provide an exhilarating impression of speed 
as trees, rocks, houses and spectators whip past your wing mirrors. 
Hit a bump and you’re airborne in an instant. The sense of terror 
becomes even more intense when you switch to the Colin’s-eye view, 
which has you peering overthe dashboard through a murky windscreen, 
wincing every time you hear the back of your car swing out behind 


Sunday drivers alike is back - 


care rocks outside. Crk.”), or simply get a corner completely wrong, 
and here, again, Colin McRae Rally 2.0 excels. Rather than the 
impassable barriers lining the roads that you get in most racing 
games, Codemasters has included a generous run-off area on either 
side of the track. So you might find yourself spiralling off the road 
down an embankment, or careering through a field, or dodging trees. 

Colin 2.0s voguish front-end enables you to play the game in a 
variety of ways. Most authentic is the Rally Championship mode, which 
sees you thunderingthrough Finland, Greece, France, Sweden, Australia, 
Kenya, Italy and the UK, tackling a series of stages in each country 
including occasional head-to-head Special Stages. The pioneering 
system from the original game is carried over, whereby you get 30 
minutes of maintenance time between stages to repair your car. 

Or you can play individual rallies or stages separately. Or you 
can race against a ghost of yourself in time trial mode. This is 
surprisingly good fun in itself as you shave tenths of seconds off 
your time, improving your driving technique all the while. The high 
score table even gives you a code so you can register your time for 
posterity at www.codemasters.com (or on PSM’ s Challenges page). 

Or, more radically, you can play in arcade mode. The graphical 
detail takes a hit at this point to keep the frame-rate up, so there 
are no more transparent windows and you might spot a bit of pop¬ 
up on the horizon. A thoughtful addition, but if pack racing is your 
bag, you’re probably better off playing GT2 or even TOCA 2. 

There are two-player split-screen versions of the rally and arcade 
modes, the former showing your opponent as a ghost, and the latter 
allowing you to collide with each other. There’s also a take-it-in-turns 
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Gran Turismo 2 


10/10 PSM 31 
\/-Rally 2 10/10 PSM 24 

Colin McRae Rally 


9/10 PSM 25y 
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"If you crash into a tree you'll actually damage the car. Hot 
just bend it randomly a bit, but deform it properly..." 


you and crunch into a wall. The view cunningly tilts as you squeal 
around corners, so you can almost feel the G-force in your neck. It’s 
probably more sensible to stick with the behind-the-car or the bonnet 
cam, though - mainly so you don’t miss out on all the panel-beating 
fun. The from-behind view is also customisable - a great touch. 

The handling is top-notch, too. Your wheels and suspension react 
extremely convincingly to the terrain, and the car slides through 
bends just like the real thing. Different road surfaces provide different 
levels of grip, so if you come slithering sideways off a gravelly 
section on to a stretch of tarmac, the car will snap into line with a 
squeal of the tyres. Snow, meanwhile, requires a whole new way 
of thinking - the car rarely points at less than 90-degrees to your 
direction of travel. The only drawback is that the claustrophobic 
roads mean you rarely get to pull off the long, delicious power- 
slides that are possible on Gran Turismo 2s wide dirt tracks. 

It’s inevitable that sooner or later you’ll mishear one of co-driver 
Nicky Grist’s directions (“Crk. One hundred, four left into six right, 


version of rally mode for up to four players. And there’s a knock-out 
tournament, where players take it in turns to pair up and race on the 
special stages, starting with a custom-builttrack in a Japanese dockyard. 

Aside from the two-player rally option, which can get fiercely 
competitive, and perhaps the tournament thing, Colin 2.0 is a 
game that’s best played on your own. Success at intermediate 
and expert levels in the rally and arcade modes is rewarded by 
bonus cars to supplement the original six. At the risk of spoiling 
the surprise, there are some fantastic ones, including the Lancia 
Stratos, the Mini Cooper and the manic Metro 6R4. 

The only serious rally rival to Colin 2.0 is the rally mode in Gran 
Turismo 2, just one mode in a 10/10 game, so Colin 2.0 duly scores 
9/10. That said, Colin 2.0 is ultimately closer to real rallying. And, 
crucially, a lot more exciting than GT2 as you hurtle at impossible speeds 
through gaps that look barely big enough to squeeze a bicycle through, 
let alone a slavering 300mph dirt-monster. What to do? Buy both. 
Jonathan Davies 


10 Hyper-detailed cars and fabulous scenic scenery. 

9 Fast, scary and varied. Play it however you li ke. 

9 Dozens of stages and secret cars to unlock. 


Rallying reaches new heights of realism and naked terror. 
Colin 2.0 is engrossing whether you’re mucking about or 
tackling the World Rally Championship. 
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steering 

wheel 


analog 


number 
of players 



t3 The replay mode shows off the car 
models to great effect. 

45 Dirt trails behind your car help to 
giue a real sense of speed. 

6 Vou'll be blinded by the sun 
occasionally. 

741 For once the external uiew might 
be your best bet... Sliding around 
corners at 90 degrees can be uery 
disorientating otherwise. 

12 Two-playBr mode loses s little of the 
eye-candy but doubles up on the fun 
factor. 

13 Don't like your car? Customise it! 

1M The Swedish track will spin you out. 

15 Vou can race up to five computer- 

controlled opponents in arcade mode. 
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Although overshadowed by its superficially similar stablemate LUipeout, 
dedicated followers of Rollcage will tell you that it is, nevertheless, the 
better game. And here is Stage II to prove it — again. 
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Publisher: 

Sony 

Developer: 

Attention To Detail 

Release date: 

Out noiu 

Origin: 

UH 

Style: 

Futuristic racing 

Price: 

$49.95 mZSTBC) 



WHY ROT 
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Wipeout 3 

10/10 PSM 26 

Rollcage 

9/10 PSM 20 

Motorhead 

9/10 PSM 11 


T he original Rollcage tuas one of those games 
that eueryone generally agreed mas great, but 
never really sold in the quantities it deserved 
to. R sci-fi combat race 'em up, Rollcage boasted the 
novel attraction of cars tuith wheels bigger than their 
bodies. This enabled the vehicles to hit rocks, flip 
over and keep on going. Better still, you could also 
race the cars across tunnel ceilings, fly out the other 
side, land upside-down and not even notice. Great as 
it was, the game did have some control problems that 
led to some very confusing moments, such as when 
your car span out of control and you suddenly slipped 
from first to fifth place. LUisely then, the first thing 
the developers tackled when developing the sequel 
was the handling. This time around the cars feel a lot 


course without worrying about collecting weapons or 
eliminating the enemy. While this may sound stupidly 
simplistic, the fiendish design of the tracks - all pencil-thin 
straights, 45-degree turns and gravity-defying loops - will tax 
all but the most bionically-enhanced of players. Frustrating 
as Scramble may be, it’s the sort of thing you’ll find yourself 
playing at 4am, ravenous, having skipped the previous day’s 
breakfast, lunch and dinner because you couldn’t tear yourself 
away. 

Surprisingly, Rollcage Stage II isn’t a huge leap in terms of 
graphics. But then, it probably doesn’t need to be. The graphics 
were impressive enough first time round and it’s better to 
have glitch-free, lung-crushing speed than needless bells and 
whistles. The subtle visual enhancements that are there - 
new weapon pyrotechnics, and the occasional spaceship fly- 


"...the most significant addition to Stage II is the Scramble 
mode, featuring insane roller coester-like mid-air tracks..." 


more rooted to the ground, and though you're still as 
likely to go head over Cw)heels, you're now more likely 
to blame yourself rather than the game. 

Naturally, Rollcage Stage II features all the elements you’d 
expect from a sequel. There are new and improved weapons, 
more cars to choose from, and different track styles. However, 
the developers have gone beyond the call of duty and just 
kept on adding new features. There are some 16 styles of 
play in the game and an astonishing 60-plus tracks. Some are 
hidden, like Rubble Soccer and Pursuit, in which the player 
must respectively nudge big rocks into the opponent’s goal 
and catch up with them on an oval circuit. But others, such 
as the mass destruction of Total Racing, are there for the 
taking. 

By far the most significant addition to Stage II is the Scramble 
mode, featuring insane roller coaster-like mid-air tracks with 
no crash barriers. The aim of Scramble is simply to finish the 


by - are welcome, but add nothing to the actual gameplay. 

If there’s anything to grumble about, it’s the music and 
presentation. Like its predecessor, Rollcage Stage II mimics 
Wipeout* s style a little too closely for comfort. The game is 
brilliant enough in its own right, without the need to copy 
Wipeouts icon system, presentation and soundtrack. Speaking 
of which, while there’s nothing wrong with the licensed 
soundtrack as such, it pales next to Wipeouts big-name 
signings and merely confirms many peoples’ erroneous opinion 
that Rollcage is the inferior game. 

Rollcage is strong enough to stand on its own two feet. If 
it wants to sell in the millions it needs to forge an identity 
of its own and stop trying to look like something else. But 
that’s for Rollcage Stage III. What we have now is Rollcage 
Stage II. Put aside your poor-man’s- Wipeout prejudice and 
revel in one of the greatest combat racing games ever. 

Paul Rose 


VERDICT 
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9 Gorgeous enough, but it’s the speed that astonishes. 

9 Sixteen fiendishly addictive modes of play. _ 

9 You’ll be playing it for years. 


Racers don’t get much more exciting than this. Stage II is 
much more than a sequel. Improved graphics and expanded 
gameplay mean this game can stand toe-to-toe with the best. 
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SyphonFilter2 

Syphon Filter emerged from nent-to-nowhere last year and earned a 
battalion of fans ujith its explosive brand of action. The sequel has 
arrived in very quick time, but don't worry, because it's even better. 




P.U.I 
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Publisher: 

Sony 

Developer: 

989 Studios 

Release date: 

Rpril 

Origin: 

US 

Style: 

Rction/flduenture 

Price: 

$69.95 mZSTBC) 
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B merging just a feiu months after metal Gear Solid, 
Syphon Filter inevitably suffered from the obvious 
comparisons that were going to be made. If metal 
Gear Solid had not existed though, Syphon Filter would 
have clearly been one of the best games of last year, and 
in some ways comparisons with mGS are unfair, as Syphon 
Filter is far more an action-packed romp than a game of 
tactical espionage. LUith such a gung-ho one-dimensional 
hero as Gabe Logan [who lacks the complemties of Solid 
Snake), it couldn't really pretend to be anything else. 

The sequel has been banged out in very fast time indeed (989 
Studios were obviously cracking the whip with the developers at 
Eidetic), but Syphon Filter 2 is not a rushed job at all. Coming on 
two CDs, packed full of cinematic computer animated scenes, Syphon 
Filter 2 provides excellent (and often very challenging) single player 
missions, as well as an all-new two-player death-match mode that 
may finally get you off endless bouts of Quake II. 

The story starts just after the events in the first Syphon Filter. 
It seems that Gabe’s exploits weren’t quite enough to stop the 
Syphon Filter virus, as his partner Lian Xing has contracted the 
deadly disease, and the evil corporation behind the virus still 
exists. The first level begins with the plane carrying Gabe and his 
men being fired on, and they are forced to come down “the hard 
way” (i.e. by parachute). You start to control Gabe just as the 
parachute nears ground, a very nice beginning indeed. 

After that the story becomes quite confusing and complicated, 
but you can expect lots of double-crosses, unexpected disasters 
and diabolical plots, and while the cinematics are no great jump 
in quality, they are numerous and fairly entertaining. Don’t take 
Gabe (or the whole game) too seriously-this guy is just a meathead 
action man (like Duke Nukem without the sexism and bad fashion), 
and his adventures should be enjoyed just like an action movie. 

The gameplay itself cannot be so mindlessly enjoyed, however, 
and while some sections are easy, others will tax even the most 
hardened player. Each of the 12 single-player levels is split into 
sub-sections, delineated by checkpoints (from where you can save). 
Some sub-sections are truly diabolical in their difficulty, with the 
player almost having to play perfectly to get through (i.e. lightning- 
fast head shots before they shoot you). This can be quite frustrating 
in stages, especially when there are Al problems (there’s one 
section where your partner can shoot uninterrupted, but when 
you appear in the open, snipers can keep a lock on your head - 


even when you’re rolling), but when you finally make it through 
there’s a big sense of satisfaction. 

While Gabe’s levels are mainly action-based, with a variety of 
very cool weapons to use and abuse, you will also get to control 
Lian Xing in several sections, and as she starts out a captive, this 
is where your stealth skills will come into play. She has to sneak 
through corridors and get out of various locations unseen, and 
cannot use any sort of noisy weapon to dispatch enemies (lucky 
for that taser!). 



The control method and game engine is identical to that in the 
original Syphon Filter, so fans will feel right at home. The only 
change seems to be an automatic jump over chasm, and this 
makes things a lot easier, although unfortunately close-range 
fighting is still highly inaccurate and pretty much useless unless 
you’re desperate or willing to waste lots of ammo. The gameplay 
is even more action-packed and cinematic this time around though, 
and there are often many characters on screen at once and some 
sections are extremely visually impressive. 

Once you’ve finished the single player game, there’s a two- 
player death-match mode to be enjoyed. Controls and features 
are identical to single player (so there’s auto and manual targeting), 
and it plays fast and smoothly. The level design is good (plenty 
of places to stand and fight, or hide and camp if that is more your 
style), and although the third-person perspective may take a 
while to get used to for those accustomed to the first- 
person/ Quake view, it still provides intense matches. The 
camera angles can be fairly painful at times, however. 

Some arenas are from locations in the first game, 
and each arena is tailored to a certain type of 
battle, so specific weapons and ammunition 
will be found. Some arenas are overloaded 
with ammo, while others will have you 
scouring around for scarce resources. 

The death-match mode will give 
you many more hours with Syphon 
Filter 2, but even just the excellent 
single player mode makes this a worthy sequel. 

Fans of Gabe Logan (and Lian Xing) will be 
smiling mightily from the moment it starts. 

Get your trigger fingers warmed up - 
you’re going to need them! 

Stuart Clarke 


j 


i 


i 


8 Detailed environments and nice character movement. 

9 A mix of stealth and violence. Mostly violence. 

9 Two-player death-match mode adds considerably to the lifespan. 


A sequel should always be better than the original and 
Syphon Filter 2 certainly is. A challenging, action-packed 
adventure. 
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PI Enemies are able to see just as far 
in front of them as you are. making 
thB stealth element much more 
intuitive and realistic. 

543 Sniper rifles and flame throuisrs are 
undoubtedly the weapons of choice, 
but without night-uision on certain 
leuels you might as well be armed 
with a knife and fork. 

942 Sequences between missions link the 
different leuels almost seamlessly. 

1845GabriBl and King haue a great 
selection of moues. 

1640 Weaponry can be anything from a 
simple knife to a machinegun. 
although it's often the quieter 
option that makes thB most sense. 
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Publisher: 


Ozisoft 


Micro Machines V3 

9/10 PSM 9 


VERDICT 


GRRPHICS 


GRmEPLRV 

LIFESPRH 


9 Clean, co l ourful a n d only occasionally confusing. 

9 There is no finer eight-p l ayer game on the PlayStation. 
9 Short in single player, but ooh... The multiplayer mode. 


Developer: Codemasters 


Release date: Out noiu 


Origin: 


Style: 


Racing 


Price: $79.95 mZ$119.95) 


Crash Team Racing 

9/10 PSM 28 


Circuit Breakers 8/10 PSM 14 
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fflicrolTlsniscs 

Put your hands together for a racer that couldn't care less 


about realism. 

m icro maniacs, in case you haven't heard, is the 
hotly anticipated sequel to micro machines 1/3 
— arguably the finest multiplayer party game on 
the PlayStation. Presumably feeling that they'd exhausted 
the micro machines concept, the team at Codemesters 
has come up ujith en incredibly simple, yet ingenious, tusy 
to expand upon its highly successful formula. By replacing 
the minuscule motors with pint-sized pedestrians, 
Codemesters has opened up e whole new world of 
opportunity, one where you can jump over spoons, climb 
up tablecloths end even death-slide down strings of 
spaghetti, micro maniacs is the most fun you'll ever have 
with your mates in a kitchen, a bedroom, e student flat 
or in a bath, subject to the nature of your friendship. 

All of the tracks play on the idea of you being tiny. Milk-carton 
skyscrapers and knife-handle bridges are the kind of things you can 
expect in the kitchen, but as you progress to other areas you’ll find 
yourself leaping over windscreen wipers, doing laps of the bathtub 
and even getting flushed down the toilet all in pursuit of glory. 

All the characters have identical statistics as far as speed and 
handling go, so the only way to win races is by taking a superior 
racing line around the circuit and avoiding your opponents’ attacks 
en route. Weapons appear much less frequently than they did in 
Micro Machines V3, because each character has their own range 
of personal attacks. These can only be performed once your 
character has collected between one and four power-ups. The 
more you collect, the more powerful your attack will be, or the 
longer its effects will last. 

Collecting power-ups usually means deviating from the racing line, 
so you have to decide whether or not those precious tenths of a 
second are worth losing just to increase your arsenal. In the single¬ 
player challenge mode, where your four opponents are controlled 
by an Al system, you can often win races simply by concentrating 
on the job in hand and trying to put in the fastest time possible. 
You will occasionally feel like you’re being ganged up on, though. 

The multiplayer mode, however, which is what Micro Maniacs is 
all about at the end of the day, tends to be much more reliant on 
weaponry. There are few things in life more satisfying than taking 
a human opponent out of the running with a well-timed whirlwind 
attack or laser blast. On the flip side though, there is nothing more 
frustrating than having it done to you, except maybe, getting 
penalised for taking what you consider to be an ingenious shortcut. 
In Micro Machines V3 you were encouraged to cut corners and 
sidestep obstacles. It was a big part of the game, and the best 
reason to play the single player and time trial modes was to perfect 
the art of corner-cutting in preparation for your next multiplayer 
match. But this time, the courses are a lot less forgiving, and your 
experiments are more likely to relegate you to the back of the pack 
than shave vital seconds off your time and extend your lead. You’ll 
quickly learn from your mistakes though, and come to realise that 
Micro Maniacs is the best Micro game yet. Times eight. 

Justin Calvert QB 


1 The most fun you'll euer haue in the kitchen! 

2 The pint-sized motors hsue 
been replecBd uiith 
pedestrians. 


You won't rest until you’ve earned all of those multiplayer extras 
in the single player challenge mode, then your mates will come 
round armed with a MultiTap and you won’t rest again. 
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1-8 Being inch-high certainly giues you 
e neui perspective on things. 

M Watch out for furballsl 

5-9 The only may to min is to take a 
superior racing line and avoid your 
opponents' attacks... 

10-13...which each character has their 
ouin special range of. 

1M Collecting b certain pomer-up on 
the war-games circuit sees all of 
you racing around in small tanks. 

15 Climb up onto banchss and death- 
slide down strings of spaghetti on 
your journey to uictory. 

IB-17 Think twice before taking a shortcut 
- you may get relegated back to 
the pack. 


POS: 2ND 
LAP: 1/3 
TIME: 00:44.07 
LAP: 00:44.07 
LIVES: 3 
IS BEST: 

WORST: 


WORST 


POS 

LAP 

TIME 

LAP 

LIVES 

BEST 

WORST 


TIME: 00:51.73 
LAP: 00:51.73 


POS: 1ST 
LAP: 1/3 
TIME: 00:42.25 
LAP: 00:42.25 
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It has evolved slowly through various incarnations but Efl's support 
for cricket has finally come up trumps with the best version of the 
game to date. 
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Publisher: 

8R 

Deueloper: 

Gfl Sports 

Release date: 

Out nouj 

Origin: 

Rustralia 

Style: 

Cricket sim 

Price: $59.95 mZ$79.95) 


Y 


IDHV HOT TRY.. 


ISS Pro Evolution 
_10/10 PSM 32 

Shane Warne’s Cricket 

9/10 PSM 18 


AFL 99 

\ _ 


VERDICT 
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111 | 08 Tony, it's a great day for cricket, i can see 

the English players rubbing themselves in 
anticipation of a big match. I particularly like 
young Darren Gough out there today. I've bean uiatching 
his googly for a while now Tony and I must admit th8t 
there ara times when it almost brings a tear to my eye." 

Thanks to American capitalist imperialism there have always 
been more ice hockey games available in this country than cricket 
titles. Seemingly because of the small market, the few that have 
come and gone have all seemed a bit half-arsed and low-budget 
compared to Mike Meathead’s Gorilla Gridiron ' 99 or Shaq *The 
Billboard’ O'Neal’s NBA Big Head Golf Challenge. Thankfully for 
cricket fans, EA took the new ball and have used it reasonably well. 

One of the big problems with previous cricket titles is the 
inability to bring your batsman out of his crease to shorten the 
length of the bowler’s delivery, or ‘charge the bowler’. Because 
previous cricket games have all used ‘scripted’ game engines 
rather than real physics, shortening the bowler’s length would 
also shorten the time for the batsman’s animation to play, making 
it impossible to program. EA’s Australian programmers figured out 
a way around this, allowing you to move your batsman properly 
around the pitch. Great stuff, but there is still a little problem. 
Batting takes place in two stages. First you move your player 
where you want him to be, within a limited time, and then decide 
the direction of the stroke. In other words, you can’t do a last 
second charge on the bowler and they pretty much always know 
when you’re going for them. Still, it’s an improvement. 

The other problem with cricket games is that they have always 
seemed to be biased towards hitting boundaries and not much 
else. Cricket 2000 introduces a simple new concept which changes 
all that - the timing meter. As the bowler comes in, a small indicator 
appears telling you when the timing of your stroke is spot on. 
You’ll need a bit of practice to use this properly though, because 
of its positioning on screen. While you’re watching your batsman 
you can see the meter in your peripheral vision and with practice 
you can see what the meter is doing while still watching the action 


on the pitch. Unfortunately you have to press the button well 
before the ball reaches the batsman. It’d be better if there was 
split-second reaction to the ball in flight, but we guess that’s 
beyond the PlayStation’s abilities. A perfectly timed stroke hit with 
the ‘smash’ button will reach the boundary, but it isn’t as simple 
as it sounds, and it’s quite easy to sky one and get caught out. 
By using the timing meter carefully with the normal stroke control 
you can get Is, 2s and 3s with much less risk, just like the real 
game. And because the scoring is more realistic, the whole game 
plays in a more authentic manner than any other cricket title. 

Weather and its effect on the game can play a major part in 
your campaign in Cricket 2000. Humid conditions will make things 
easy for the medium pace swingers while dry conditions will make 
those fast balls ping off the pitch like bullets and fly across the 
outfield like a Pom running from a bar of soap. The difficulty 
settings have a big effect on the game as they control the amount 
of information given to players. On the easiest level you can see 
where a bowler is aiming, what ball he’s trying and which direction 
the batsman is trying to hit. This information is reduced as the 
game gets harder so that on the most difficult level you have to 
play entirely on instinct. Of course, in two-player mode you can’t 
hide them otherwise you wouldn’t know what you were doing. 

A big disappointment is the lack of a Test Match option, and 
nearly as bad is a perspective problem with the ball that makes it 
very hard to judge exactly where it is sometimes. You’ll head off 
on a run thinking that you hit the ball past a fielder only to have 
him bend over, pick it up and throw you out! Running between 
wickets always has to be handled carefully as you can only call an 
extra run before the batsmen have crossed on the pitch. You can 
call another run after they’ve crossed but then they fart around 
behind the stumps before setting off again and the delay usually 
results in a runout. Also, bowling is a bit boring as you don’t control 
your fielders and there’s only a limited number of balls to bowl. 

Cricket 2000 is not a big advance on Warne’s Cricket, but it is 
the best cricket game on PlayStation. 

George Soropos [P] 



GRRP HICS 

GRmEPLRY 


Nice stadiums, no streakers. 


Fun and involving, but bowling can be dull. 


LIFESPRfl 


7 No Test Matches detract from the long-term interest. 


The best cricket game on PlayStation, but it doesn’t exactly 
hit Warnie for six, more like a slight dab through the covers. 
Top fun with mates, but for cricket lovers only. 
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W Ooh, that'd be out.. 

•Hi The players are nicely motion-captured. 

7 Perfectly time your strokB uiith the 
'smash' button and the ball will 
reach the boundary... 

BB ...but if it's b high one, it's quite 
eBay to get caught out. 

KH1 Caning the Pommies. 

12 R timing metBr helps to perfect the 
timing of your stroke. 

IJliSRII the big grounds are featured. 

IB Get those fielders sorted. 

17 Cricket by night? Ilo. UK by day... 

IB H wide choice of international 
teams and players means Cricket 
2000 scores highly for realism. 

IB Ulhere's the Test match option?! 


■KCK SEUCT TWO TEAMS 
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Tomb Raider: TLR 
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Spyro 2: Gateway To Glimmer 
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fflediEvil 


That coiuardly bag of bonas is once again 
brought back to life to play the hero, only this 
time he's woken up in Victorian Era London. 


I f it luas a movie and this was a movie review magazine, 
mediEvil would be referred to as a ’sleeper hit'. It didn't 
ewactly set the sales charts ablaze when it was first 
released back in early 1998, but earned good reviews and 
garnered a loyal band of followers. The fans obviously told 
all their friends how good the game was though, because 
fTlediEuil has never really stopped selling [most games 
only have a lifespan of a few months), and is now more 
popular than ever at the cheaper Platinum price. 

So we come to the sequel, creatively titled MediEvil 2, and keeping 
on with the movie analogy, there are major hopes of a ‘blockbuster’ 
here, thanks to the first game’s (eventual) success and the fact that 
the game is an absolute corker. Developed by Sony Computer 
Entertainment’s Cambridge studio, MediEvil 2\mproves on the original 
in almost every way, and while it’s not completely perfect, it’s sure 
to please all fans of Sir Dan and all lovers of platform games (a genre 
that now stretches from Crash Bandicoot to Lara Croft). 

After defeating the nasty sorcerer Zarok at the climax of the 
original game, Sir Daniel Fortesque could be forgiven for thinking 
that he deserved to rest peacefully in his grave. But 500 years 


larger and have higher detail 
than the original, and while the 


same basic game elements re-occur (such as the Chalice and life 
fountains), there’s the addition of a character called ‘the Spiv’. This 
shady figure can be found at various points of the game, whipping 
open his coat to sell you ammunition and provisions. 

The most immediate difference fans will notice in the gameplay 
is that Sir Dan feels a lot easier to control. The camera system is 
more stable, and Dan no longer slides all over the place. There 
are still occasional problems with the camera angles and the 
change of direction when you walk into a new location, but it’s 
not as painful as the first game. 

The inventory system has been streamlined, enabling you to 
change between two selected weapons quickly, rather than going 
through the ordeal of pausing the game. And there are far more 
weapons to find and use, including swords (small, broad and 
magic), axe, hammer, crossbow (standard and flaming), 
Blunderbuss, lightning, bombs and the awesome Gatling Gun. 
While close combat fighting can still be awkward, the targeting 
makes long-range fighting easy (as long as you can keep away 


"...[Sir Dan] rescues sn attractive, scantily wrapped mummy ... 
and she sticks around until the end. fludge-nudge, wink-wink" 


later, at the end of the 19th Century (when the British Empire is 
at its height under Queen Victoria), wealthy high-society wannabe 
Lord Palethorn uncovers some pages from Zarok’s spell books and 
sets about unleashing an army of the undead to over-run London. 

Sir Dan, whose coffin is now an exhibit at the Museum, is rudely 
awakened by Palethorn’s spell and this is where you take over. The 
computer-animated scenes that introduce and constantly interrupt 
the game are excellent, and MediEvits dry brand of humour is still 
in place, with poor Dan being the butt of a few cruel jokes. 

Dan is aided in his quest to defeat Lord Palethorn by Professor 
Hamilton Kift, and the Professor’s Lab is the ‘hub’ of the game, 
with new levels able to be accessed and rewards for Chalice 
collecting being gained. And is it possible? Could Dan actually get 
a girlfriend? Well, you’ll have to play the game yourself to find 
out, but suffice it to say that the bony old knight rescues an 
attractive, scantily wrapped mummy called Kiya in the early levels 
and she sticks around until the end. Nudge-nudge, wink-wink. 

You’ll visit many notable London locations during the course of 
the adventure, including Greenwich Observatory, Kew Gardens, 
Kensington and Whitechapel, as well as less-salubrious sites such 
as the Sewers and a Freakshow. MediEvil 2s levels are noticeably 


from your foe while keeping them in sight). 

Like the original, MediEvil 2 is a mix of gameplay styles, with 
large doses of both action and puzzles. There’s even more variety 
this time around. At one stage Dan must build a Frankenstein-like 
monster for the Professor, and then finds his head transplanted 
onto the body and fighting Palethorn’s own monster, the Iron 
Slugger, in a comical boxing match, just like the classic Monty 
Python And The Holy Grail scene, your limbs are inevitably hacked 
off during the fight, and you can end up a head-butting amputee 
(lost limbs can be collected between rounds). 

At other points in the game, Dan can stick his head on a severed 
hand (very much like Thing from TheAddams Family, these hands 
crawl happily around the levels), and explore otherwise inaccessible 
locations. There are also several “boss” monsters to battle and 
these enemies are all huge and visually very impressive, from the 
skeleton dinosaur at the beginning to the giant demon at the end. 

The game is no walk in the park and it will challenge even 
grizzled old game players. But it also has a charm and appeal that 
will attract newcomers, and the humour and high-production values 
mean that it can be enjoyed by players of all ages. 

Stuart Clarke 3E 


9 Enemies and animated cut-scenes are jaw-droppingly good. 

9 Compelling mix of frantic action a nd challenging puzzles. 

9 No multiplayer, but it’s a game that you’ll just have to finish. 


MediEvil 2 shows that Dan certainly is the man. An 
essential purchase for all fans of the original and lovers 
of quality videogaming. 
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12 You'll haua to bone up on your 
sword skills to got through all tho 
puzzlss, action and gamsplay. 

3 H decapitated zombie. 

M*7 fJlediEuil 2 is full of surprises. 

(HO Sony used focus groups to ensure 
that UladiEuil 2 contains all of the 
original's stong points, as well as 
seuerel new unique features. 

1H3 There are soma massiue new 
enemies, including a huge boss 
monster in the first scene. 

FHBSir Den is now much easier to 
control and he can also place his 
heed on severed hands to BKplora 
seuerel preuiously-inaccessiblB 



dual 

memory 

1 shock 

card 


number 
of players 


officialplaystationmagazine 












Eiii 


DieH ardTrilogy 2 


Die Hard Trilogy 2. Does that mean lue are up to part sin? LUho cares! 
Pass me a lightgun, I can feel a fit of lam enforcement coming on... 


Publisher: 

Foh Interactive 

Developer: 

nSpace 

Release Date: 

Out noui 

Origin: 

US 

Style: 

3D action 

Price: 

$79.95 (nZ$99.9S) 


Metal Gear Solid 
_ 10/10 PSM 32 

Syphon Filter 2 9/10 PSM 33 
* Die Hard Trilogy 8/10 PSM 12 - 

^-1 r 


KJE RDICT 


V ippea-ka-yeh! Hung over and trigger-happy movie 
hero John (Tlaclane (Bruce LUillis] is back in a 
sequel to the popular Die Herd game of three years 
ego. The game's title, though, is confusing. Is it Die Herd 
parts four, five end srn or the sequel to parts one, two 
end three? Only the Star tilers creators have come up 
with a more confusing way of numbering their instalments. 

Die Hard Trilogy 2 features the same three modes of play that 
we all loved in the first Die Hard game, but updated and improved. 
As before you get to indulge in a third-person shooting spree, a 
driving segment, and a targeting game a la Time Crisis. 

A major change for Die Hard Trilogy 2 is a new movie mode. This 
strings the three game modes into a story of sorts, using nicely 
animated cut-scenes to join the action together. Another option is 
arcade mode, where you can finish all the missions (driving, targeting 
or third-person) in whatever order suits you. Playing arcade mode 
also unlocks secret screens that can’t be accessed from movie mode. 

Die Hard Trilogy 2’s story begins with Maclane getting a call 
from his old buddy Kenny Sinclair whom is having an opening 
night party to celebrate his new jail in Las Vegas. Maclane rocks 
along and has a few drinks when the prisoners start to riot, helped 
out by some of the corrupt prison guards. Maclane goes from a 
guest to a gunslinger in the blink of an eye. He then has to blast 
away at the rampaging escapees with the weapons he finds laying 
around (hey, it’s easier than simply trying to lock ’em up again, 
even if it is messier). As well as a pistol, Maclane picks up stun 
guns, smoke grenades and other beefier ballistics (like a bazooka). 

As in the original Die Hard, you can blow up pretty much 
everything. In fact, you are encouraged to blast every object you 
come across because there are hidden weapons, flak jackets and 
health boosters all over the place. Targeting is a cinch thanks to 
the laser sight, though occasionally Maclane’s shots don’t find 
their target when you know you were bang on. 

A modified version of the Duke Nukem: Time To Kill 3D engine 
has been used and it works quite well. Your character moves 
around quickly and with little fuss, although the game is missing 
a jump command, which means you can’t jump over simple objects 
like desks... Aside from this, the levels are fully explorable and 
there is a greater stealth and puzzle-solving element in the game 
compared to the original. 

The Time Crisis-inspired bit is a very simple ‘shoot the baddies’ 
routine. Being unable to move and shooting sh*tloads is always 
fun, even though it is annoying that you can’t run around exploiting 
the cover on offer until the game moves your character. You can 


play this part of the game with a Dual Shock controller, but you 
are far better off with a G-Con 45 lightgun. There are simple, close- 
up enemies to line up, as well as sneaky villains who hide well 
away and only leap out to fire the occasional volley at you. 

When it’s time to holster your gun and get behind the wheel, there 
are some nice extra touches that have been implemented. You can 
mow (or should that be moo?) down cows as you chase the terrorists, 
and there is virtually no limit to where you can drive. Pedestrians are 
standing all over the place too, getting in your way. 

Behind the wheel you will be driving either pursuit-style cars or 
bomb collection vehicles, though no matter which one you are 
steering, one problem continually crops up - nowhere near enough 
steering lock. This means that the baddies can evade you fairly easily 
while you stuff around making three and four-point turns to change 
direction. Sadly this clumsy car handling seems to have been included 
to make the driving mode challenging when better enemy Al could 
have achieved the same thing. Once you get behind a terrorist, they 
don’t think of many clever tricks to shake you off their tail. 

nSpace has done a nice job of Die Hard Trilogy 2s slick looking 
graphics. The blood effects make the grade by making sure your 
victims are well and truly covered in red ink every time you drop 
them. There are also some excellent explosions in the driving game 
when you tag and destroy the terrorists. Pyrotechnics are in 
attendance big time and the fire effects are pretty flash, too. 

Unfortunately, the sound is far from slick. The techno 
soundtrack is repetitive and the voice 
acting for the characters is also 
pretty lame. 

Die Hard Trilogy 2 won’t have 
you ‘oohing’ and ‘ahhing’ like the 
original game did, but it is a mighty 
fine piece of gun-toting, 
highway-burning and baddie- 
splatting fun. As long as you 
don’t expect the third-person 
mode to play like Metal Gear 
Solid, the targeting game to 
better Time Crisis, and hooning 
to be as good as Driver, then 
you will dig this game. And 
if you don’t like it, then why 
not write to Bruce Willis and 
tell him. His address is 125 Hollywo... 

Roger Polak 
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GRAPHICS 


GflmSPLfiV 

LiFespnn 


8 Some great effects show off all the carnage. 


7 Some varied gameplay, but each mode is pretty simple. 

7 Hmm, could have taken a tad longer to finish. 


Another mode wouldn’t have gone astray, though the 
explosions and fires rate a special mention. Overall, good 
shootin’ and drivin’ fun. 
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Rally _ 

Championship 


It's all in the feel. It is as simple as that, find as superb looking as Rally 


Championship is, substance is unfortunately overpowered by style. 


co 


o 


cn 


CJ 


ZCD 


PVI 

m 

H PlayStation 

Publisher: 

Electonic Rrts 

Developer: 

HotGen Studios 

Release date: 

Out now 

Origin: 

UH 

Style: 

Rally driving 

Price: $79.95 mZ$99.95) 


WHY DOT TRY. 


V-Rally 2 10/10 PSM 24 

Gran Turismo 2 


10/10 PSM 31 


P eople have spent years trying to describe what 
makes one driving game better than another — why 
one ends up selling over a million copies, while 
another takes the BKpress route straight to the bargain 
bin. You can't simply license your way to success or 
dazzle gamers with beautiful views. To make a great driving 
game you need to make it feel right to drive. Rnd that's 
not an easy thing to do. 

Take EA’s Rally Championship, for instance. On the face of it, 
it’s one of the most beautiful rally games ever to grace our console. 
Each of the 36 stages, taken from six real-life UK rallies, are 
reproduced in impressive detail, perfectly capturing the damp 
claustrophobia of the average British forest track. You can practically 
smell the leaf mulch and the flock of impassive sheep grazing in 
the field nearby. 

And there’s depth too. Licensed by the real-life British Rally 
Championship, the game has a full field of 21 accurately modelled 
rally cars with genuinely different handling characteristics. 

Before each stage, and after reading a report on the challenge 

"Rll too often it feels es if th 


could accuse HotGen of short-changing the public with two 
championships, an arcade mode, time trial and, joy-of-joys, a split¬ 
screen two-player mode providing plenty of long-term interest. While 
the default difficulty setting is easy, and provides little challenge 
even for absolute beginners, the following two grades will have even 
the most devoted Colin drivers or V-Rally veterans struggling. 

For all this achievement though, Rally Championship still 
manages to lose grip. And it all comes back to the handling - 
Rally Championship's cars just don’t feel right. Nearly all the 
braking you’ll ever need can be achieved by putting the car into 
a four-wheel sideways skid. You simply haul it sideways to slow 
quickly, or you can nudge the steering slightly to knock off 20kph 
or so. And as you only ever need to reduce your speed for upcoming 
corners, this slowing technique even leaves you pointing in the 
right direction to power through your bend. This brake-free 
arrangement is not necessarily wrong, it’s just a rather simplistic 
interpretation of the way rally driving actually works. 

What really hampers Rally Championship are the strange 
sideways and diagonal forces that seem to act on your car on 

forces acting upon your car 



Colin McRae Rally 2 

9/10 PSM 33 ) 
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have nothing to do with ... your frantic joypad steering' 


ahead, go to the car set-up screen to fit the correct tyres and 
tweak your drive to perfection. If you don’t, you’re likely 
to find the following six minutes a hair-raising 
experience. 

The attention to detail continues 


into the game’s five different 
play modes. No one 


some of the faster corners. On the exit of some bends it’s no 
unusual to find yourself travelling diagonally forward. Similarly 
entering and steering into some corners can make your car behavi 
as though it’s caught in a large magnetic field. All too often i 
feels as if the forces acting upon your car have nothing whatsoeve 
to do with either Newtonian physics or your frantic joypad steering 
Rally Championship is clearly intended to be a serious rail' 
sim. In order to be fun, the game needs to simulate a real rail' 
as closely as possible and meld this with car handling of genuim 
depth and subtlety. Unfortunately, HotGen only manages the firs 
part, leaving the game feeling disjointed and slights 
schizophrenic. Essentially it’s an arcade racer in a sim’s bodv 
Buy Colin McRae Rally 2 instead. 

James Ashton 


GRAPHICS 


GRITISPLRY 

LIPESPRn 


9 The British countryside has never looked so lush. 


B Wo rthy sim c rossed with arcade handling - not a good mix. 

7 Plenty of tracks. Challenging on higher difficulty settings. 


This game would like to be the last word in rally simulation. 
The graphics are strong enough to carry off this ambition, 
but sadly the car handling is not. A flawed masterpiece. 
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...simply giue the steering a little tap in 
the appropriate direction. Once you 
start sliding, hold the skid uiith some 
opposite loch (steering in the opposite 
direction] and... 


...when you'ue four-wheel skidded 
through, reapply the accelerator and 
speed off to find the next one. Sharper 
bends just need bigger skids - what 
could be simpler! 


IS The rally stages are impressively 
long - typically six minutes in length. 

47 The game struggles when weather 
effects such as rain and fog come 
into play. 

8-8 The snow-bound stages are the 
weakest graphically. 

(H2 One of the nicest features of the 
game is the dynamic scenery. 

There arB some extremely steep 
hills to descend and frightening 
escarpments to avoid slipping 
down. 

13-15 fTlost cars are front-wheel drive 
only. This will be a challenge for 
gamers used to four-wheel drive 
cars. 


HD 111 TP... RUPID THBT BROKE PBDBL 
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Theme ParkUJorld 


Tourists. Whether they are young or old, from near or afar, make 'em 
smile, then empty their mallets... 




Publisher: 

Glectonic Rrts 

Deueloper: 

Bullfrog 

Release date: 

Out notu 

Origin: 

UK 

Style: 

Strategy sim 

Price: $79.95 tnZ$79.95) 


m ost annoying man in the world, anyone? Tim Ferguson? 
Ho. Ross from Friends ? Ho. The most annoying man 
in the world is in fact the Scottish bloke who supplies 
tips in Theme Park Ulorld. "You've already bought all of the 
shops that are currently available," he helpfully points out. 
"Do you want to research some more?" lilhen that's 6KRCTLY 
LUHRT YOU'RE in THE (DIDDLE OF DOinG... 

Annoying Scottish bloke aside, Theme Park World is otherwise 
great. If you’re acquainted with the original Theme Park (which is 
now incredibly old) you’ll feel right at home with the sequel. Start 
with an empty patch of land and build some basic rides. Link them 
up with paths, and add necessities like drink shops, litter bins and 
loos. Employ mechanics, cleaners and entertainers. And then open 
the gates and watch as the crowds arrive, looking for a good time. 


at the sideshows - the duck shoot, the giant sliding-block puzzle, 
the strength-tester and so on. Again, these are unlikely to give Point 
Blank sleepless nights, but you can hardly complain. And they provide 
a diverting way of winning the aforementioned golden tickets. Tickets 
can also be earned by meeting certain financial targets - staying in 
business for a year, for example, or making a hefty enough profit - 
and they’re vital when it comes to... Travelling from island to island. 

Yes, incredible, but true. You can hop from island to island opening 
new parks that contain bigger and better rides, steadily building a 
whole amusement empire. And they needn’t all look the same either, 
as there are four styles of park - Lost Kingdom, Land of Dreams, 
Halloween and Space - each with its own set of scenery and rides. 

All this ticket-winning and new-park-opening largely addresses 
the main criticism of the original Theme Park : that it got a bit pointless 


"...now you can spin the park around and view it from all 
angles. Rnd better still... You can actually go on the rides' 



WHY HOT TRY.. 


Civilization II 8/10 PSM 20 
Sim City 2000 8/10 PSM 3 


Theme Hospital 


7/10 PSM lly 


Thought bubbles appear above people’s heads to indicate how 
they’re getting on. A yellow smiley face and you’re laughing. A blue 
frowning one means those rides aren’t going down a treat. A picture 
of a burger tells you they’re hungry and can’t find anywhere to eat. 
A “ladies and gents” sign indicates bladder-based woe. Lots of 
smiley faces though, and you can consider your park a success. 
More people means higher ticket revenues and bigger numbers 
ringing up on the tills in your shops, which means more money to 
spend expanding your park and researching new attractions. 

So far so familiar, then. However, unless your thumbs are 
obscuring the surrounding screenshots, you can’t have failed to 
notice Theme Park Worlds single biggest advance: it’s now in 3D. 
Yes, the rides, the shops, the sideshows, the gents, everything - 
k they’re all built from sturdy polygons. So now you can spin the 
park around and view it from all angles. And better still, wait 
for it... You can actually go on the rides. 

No, really. It’s true. Once you’ve saved up enough golden tickets 
to buy the video camera, a tap of R2 will flick you into first-person- 
perspective mode. You can then wander round your park 
and see how it looks from a visitor’s perspective. And 
you can stroll up to the entrance of that huge roller| 
coaster you spent hours assembling and actually, genuinely 
have a go on it. In reality this isn’t quite as fantastic as it 
sounds. The rides get rather blocky when you’re up close, and 
people look downright scary. But it’s great to have the option. 
The other thing you can do while you’re in there is have a crack 


once you’d built your park and filled it with stuff. The result is many- 
sleepless-nights, with the rides getting better and better the further 
you progress. You think the Rock ’n’ Roll ride can’t possibly be beaten, 
and then your researchers hit you with the Gorilla Thrilla, which sends 
punters swinging through the treetops astride giant apes. 

In fact, Theme Park World is splendid fun all round. Even the 
control system is a delight to use - you just scroll the screen around 
’til the thing you’re interested in is in the middle, whereupon symbols 
in the corner of the screen indicate what the buttons will do if pressed. 
So building elaborate roller coasters is surprisingly straightforward. 

Theme Park World is a welcome change to driving and shooting 
and will be an asset to any collection.^ 

Jonathan Davies 




GRRPHICS 


7 Cheerily eye-catching from afar. Less so up close. 


GRITIEPLRY 

LIFESPRn 


8 Build a ‘World’ to rival the Gold Coast strip with entertaining ease. 
8 Solid enough, though it does get samey after a few days. 


Herd happy, laughing tourists through your gates - and then 
rob them for all they've got. Great rides and nifty graphics 
form a fine update to a perennial favourite. 
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Third, build paths to linh the roller 
coaster's entrance and exit to the rest 
of your attractions, make sure you 
include a lengthy queuing area. 




Hniu TO BOOST O COOSTBR 


p W&f&v | 

I w : 


■© v i 1 


They might look hideously complicated, Second, build the pylons that support 


but it's surprisingly easy to add a roller 
coaster to your repertoire of rides. 
First, plonk the base unit doum on a 
suitable pstch of land. 


the track. By uarying their position, 
height and camber, you decide the 
route of the track - and. consequently, 
hour knuckle-whitening the ride mill be. 


Hs a grasping corporate uiealth- 
collector. your ouerriding concern is to 
euacuate your visitors' packets as 
thoroughly as possible. Raising the 
entry price is the easiest may. 


T3 Sample ridBs from a punter's 
perspective. Rnd. of course, 
because you omn the place you can 
push into quBUBS. 

4-6 Vou can hire mechanics to fin 
broken-domn rides and cleaners to 
keep the loos fragrant. 

7£ Vou can also instruct your food 
outlets to sprinkle Bxtra salt on the 
chips, compelling the puntBrs to 
reach deeper into their pockets for 
drinks. 

RIO Because your park is nom in genuine 
sticky-up 3D. it's possible to zoom 
domn to ground IbubI and explore it. 

lH2The presentation is top-dramer. 


Rnd finally, once it's up and running, mhy 
not smitch to the uideo recorder viem 
and sample your handimork? Anyone 
remember to pack the sick bags? 




■■■■■■ 


Food and drink shops are also nice Sideshoms mill also rake in the dough, 
little earners. Be sure to add as much especially if you reduce the chances of 


ice as possible to the drinks to 
maximise your profit, and make the 
burgers unpleasantly fatty. 


anyone minning to a minimum. Rnd don't 
forget the souvenir shop, selling pricey 
mementoes of an unforgettable day. 
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12 If Red Sun has a uiaahnaas, 
it mould be its grainy graphica. 

3 1 Hlthough this isn't the moat 
difficult gamB in the uiorld... 

5-7 ...thara is enough variety to 
make this the bast Colony Wore 
gamB get. 

818 You takB on a uariaty of 

missions, and once successfully 
completed, you earn credit to 
upgrade your weapons and ship. 


in-flight. 


Colony Wars 

— RedSun t 


space sequel? LUrong, dear friends 


m ost PC space combat games have been ujeighed 
down by over-complicated simulator-style 
controls, while most console efforts have gone 
too far the other way, entering anaemic blast 'em up territory. 
Only Psygnosis' Colony Wars has come close to providing 
both the adrenaline rush and involving story tuhich fans 
of the genre demand. The first two games in the series 
suffered, however, from putting visuals before gameplay. 

But Colony Wars: Red Sun has been developed by a fresh 
Psygnosis design team, and sees a much-needed injection of fresh 
ideas. Admittedly, the basic idea hasn’t changed at all. Red Sun 
remains a high-octane sci-fi shoot ’em up with cinematic 
pretensions. Unlike its predecessors, the game offers a diverse 
range of missions, plenty of weapon variety, and a storyline that 
manages to grab the player without intruding on the gameplay. 

You’re a mercenary, working for a living as a hard-bitten gun- 
for-hire against the backdrop of the intergalactic war portrayed in 
previous games. You become embroiled in a mystery after being 
enlisted to investigate the truth behind the Red Sun , a state-of- 
the-art warship designed to bring peace to the galaxy. 

The result is a mix of plot-driven missions and optional mercenary 
joy rides. You take on the optional tasks in order to earn money 
to upgrade your ship and thereby access the juicier weaponry, go- 
faster retro-rockets and other star fighter accessories. It’s vaguely 
reminiscent of the classic Elite , in that you have to juggle your 
resources and decide whether to invest in weapons, armour, or 
add-ons, such as heat vents and grappling hooks. 

Red Sun is far better balanced than its predecessors. There’s a 
healthy mix of ground and space-based missions that roam freely 


between the stealthy and blasty gameplay j|t 

extremes. What’s more, because Red Sun is ^B - .j 

non-linear and you decide which mission to 

accept, it’s pretty much up to you how you 

play the game. That said, you won’t get 

very far if you can’t afford a better ship. V: f ( 

The game’s universe is split into five m 
sectors, populated by distinct races and (m j jfij : 
ships. This keeps the game fresh Bic 
throughout and provides further incentive fSfi 

to keep plugging away. mT : 

Admittedly, it isn’t the most difficult game | 
to get through-Han Solo, for instance, could 
probably finish it in less than a week - and 
the lack of a multiplayer dogfight mode saps Hp; W 
potential lifespan. It’s a bit of a mixed bag ^^B B 
graphicallyaswell.Thoughthe real-time lighting 1 

and overwhelming scale of the adversaries are 
often impressive, the visuals seem grainier 
than in the earlier games, and a little . 

cartoony. That said, few titles offer such 
cinematic set-pieces, from assaulting huge 
well-armed star-bases, to defending a downed pilot from a 
planet’s hostile life-forms as he launches emergency flares 
into the sky. Add a fully orchestrated soundtrack and some 
decent voice acting in the FMV cut sequences, and RedSun 
is undoubtedly the most exciting Colony Wars game yet. 
Better still, it’s also the best space combat game to date. 
Paul Rose 3S 


Ace Combat 3: Electrosphere 
8/10 PSM 31 


G-Police: Weapons Of Justice 
8/10 PSM 26 


r.T. i. 

Publisher: 


Deueloper: 

Psygnosis 

Release date: 

Out now 

Origin: 

UK 

Style: 

Space combat 

Price: 

SM9.SS mZSM9.95) 
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■F BBBi lB GRAPHICS 

8 Epic in scale, but lacking in polish. 

Red Sun injects some much-needed fresh ideas into the 


m " ■ GflmePLRv 

10 A breeze to play, and plenty of variety. 

Colony Wars series, offering plenty of variety and a good 


LIFESPRfl 

8 Lots of missions, but why no two-player mode? 

storyline. A superb, cinematic shoot ’em up. 
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One of the keys to success in Prectice quickly flicking through the Alternatively, hit all of the buttons at 

Beatmania is the ability to spot runs of notes on the keyboard in sequence, then random and euentually you'll hit a note 

notes, uihich effectively makes up a flick it back in the opposite direction at correctly. Probably. Try getting back on 

little scale. speed. Every time you see that sequence track if you lose the thread - in the later 

you'll be able to react more quickly. levels it becomes virtually impossible. 


VERDICT 


officialplaystatianmagazine 


It’s a shame, but Beatmania will only appeal to a hardcore GRAPHICS 
audience, and even then the novelty will soon wear off. G R ffl E PLR Y 

Intrigued wannabe Norman Cooks, just go get a set of decks... LIFESPRfl 


6 Limited obviously - video’s effective, but distractive too. 


7 Consuming for a while, until frustration sets in. 


7 Later levels are far too frantic. Fun for a while, though. 


Strictly for the hardcore? Beatmania finally hits 


the deck. Though DJ Luannabes better be prepared 


Beatmania 


to start from scratch over and over and... 

L ast year Honami was the most successful games 
developer in Japan [9.71M.690 sales to be precise] 
largely thanks to those mad-for-it Japanese gobbling 
up Bemani games — 'Simon'-esque music games besed 
on guitars, drums, turntables and dancing mats. 

Beatmania attempts to transfer the dextrous skills of the 
international DJ to the PlayStation via a standard controller or an 
actual turntable-type contraption. A series of small blocks descends 
a mock musical stave, and you press the keys that correspond to 
the blocks with the intention of‘mixing* a tune. Although, pressing 
the buttons simply highlights a particular note giving the illusion 
of creating music. So, does the game concept work? Kind of. 

For the PAL release, Konami has included Westernised tracks. For 
example, the practice mode includes tunes like Moloko’s Sing it 
Back, Les Rythmes Digitales’ Jacques Your Body and Skeewiff with 
their Big Beat fella, Shake What Ya Mama Gave Ya. These work 
because they’re familiar, but they’re still incredibly hard. Get on to 
the later pure Jazz levels and the game becomes ridiculously difficult. 

Of course, if you’re not blessed with the rhythmic skills of a belly 
dancer and the hand-eye coordination of a card-sharp, you’ll 
eventually get the hang of the game after a lot of practice. But 
unfortunately many PlayStation owners are unlikely to bother 
because Beatmania doesn’t offer any rewards to keep you playing. 

One of the major problems is that you’ve got to keep starting from 
scratch. As soon as the blocks speed up, things get right out of hand 
skipping from melody to rhythm track to strange bleepy-scratchy 
noises within a few micro seconds of reaction time. Get it wrong and 
you’re sent back to the beginning until you’ve learnt the entire song 
by rote. Let’s face it, the number of times you can listen to Sing It 
Back are limited. The rest of the tracks comprise remixes of Japanese 
originals, remixed by the Japanese. So while they may have gone to 
Europe to check out the sounds, their interpretations are still 
recognisably Eastern. By which we mean difficult to listen to... 

A telling point is that it’s easier to play the game with the sound 
turned down than when it’s blaring out full blast. The music’s 
actually a distraction, which becomes overwhelming on the more 
complicated levels. Similarly, the videos are a nice touch for the 
spectator, but just harass the player with their flickering animations. 

Especially when it’s a banana saying, “You’re a poor player!” or a 
geisha girl being made violently sick by your appalling efforts. 

Two-player mode provides the kind of entertainment you’d actually 
want from post pub/party entertainment. Each player must sequence 
different buttons, so the result, if you can get it right, is heavenly 
harmony. Get it wrong and it’s a cacophonous mess. Since the game 
ships with the official Beatmania controller, you’re spared the pain of 
trying to use the Dual Shock. Sitting in front of the telly with a mate, 
turntables balanced on knees, is great fun. But unless you sit there 
practising like it was a real instrument, you’re never going to get far. 

Beatmania’ s never going to shift a million copies, which is a 
shame because it’ll damage the chances of other Bemani titles 
such as Dance Dance Revolution and Guitar Freaks hitting the 
streets. Until that day, the beat goes on. And on and on and... 

Dan Mayers [F] 


Publisher: 

GT Interactive 

Developer: 

Honami 

Release date: 

Out noui 

Origin: 

Japan 

Style: 

Interactive music 

Price: 

$129.95 with controller 
(IIZSTBC) 


K fleuer let it bB said the uiorld of 
Beatmania isn't on intellectual 
pursuit. 

9 If you get it wrong oftBn enough 
the pensiue looking gentleman in 
the video begins to uieep end his 
eardrums leak. 

4 Adventures in Chinese mythology? 

7 ITIy. what big hands you have... 

8 -.wait t9 you hear soma of tfn mind¬ 
crushing Japanese jazz efforts... 

WBaatmania never lets you forget 
where it comas from. It wes born 
Bnd bred down the arcades and a 
bone fide classic in Japan. 


Music 2000 9/10 PSM 29 
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Urn Jammer Lammy 

8/10 PSM 25^ 
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K l Ulhan attaching it's important 
to select the correct uiaapon. 

8 Rlachinaguns uiorh bast uiith 
small targets. 

Plying loui to the ground can 
mahB taking out ground targets 
aasg. 

76 Raliua those adolescent Tap 
Dun fantasies mheneuar a 
dogfight scenario arises. 

8 Raahh, ona for the photo album. 
The action raplag mode is 
second to none. 


co 


P.M.I. 


PlayStation 

Publisher: 

Qzisoft 

Deuelopar: Infogrames/Glass Ghost 

Release date: 

Out noui 

Origin: 

Europe 

Style: 

Action 

Prica: $79.95 (flZ$99.95) 


WHY HOT TRY. 


Colony Wars: Vengeance 
_9/10 PSM 17 

Ace Combat 3: Electrosphere 
_8/10 PSM 31 

G-Police: Weapons Of Justice 
8/10 PSM 26 
s -, r 



GRR PHICS 

GfifTlEPLRY 

LlFGSPRfl 


m 


officialplaystationmagazine 


Eagle One: Rttack 


R Hollyiuood-style flight sim on 
breath away... 

S ometime in the fleer Future a neiu global terrorist 
organisation has arisen and is threatening the US. 
Part terror syndicate, part religious cult, the RflfTl 
first steal a Russian aircraft carrier, then detonate an 
electromagnetic pulse device over Haiuaii. The 6fflP wave 
knocks out electronic systems across the tropical paradise 
8nd seriously inconveniences a US garrison, as they 
struggle manfully to perform vital duties, like wearing 
garlands round their neck and trying to buy local girls for 
$20. Within hours the RflfTl have seized control of the 
islands. Which is where you come in. 

Leading your Eagle Strike Force, you fly a Harrier jumpjet into battle, 
and over the course of the game gradually reclaim the islands for 
Uncle Sam. Your first mission begins badly, with most ofyourwingmen 
being decimated by an ANM attack. But before longyou’ll be supporting 
- and being supported by - friendly forces. Though the missions 
follow the strict formula laid down by Desert Strike (EA’s vintage Mega 
Drive helicopter shooter), you can never have too much of destroying 
convoys or liberating besieged towns. What’s more, because you’re 
piloting a Harrier, you can switch between 
jet and hover modes. 

As the game progresses you’ll get 
to fly experimental aircraft, engage in 
dogfights with MiG jets around the 
crater of an active volcano, and discover 
at least one hidden mission. Events 
become increasingly unpredictable and 
entertaining as you have to cope with 
your objectives being changed midway 
through a mission and the sudden 
introduction of time limits. And when 
you tire of the single player mode, you 


the PlayStation? It'll take your 


can get a friend round for a mano-a-mano dogfight or cooperative 
two-player mission. It’s a great feeling the first time you take out 
your so-called mate using nothing but your machinegun. 

Throughout, the game maintains the appearance of a simulator, 
without confusing the player by using an unnecessarily complex 
control system. In fact, you can tone down the realism settings and 
set the game up for a pure arcade blast. There’s also a training mode, 
but most players will be able to pick up and play the game immediately. 

Though it could be that the Hawaiian Islands were chosen as 
a setting for their high humidity and perpetual (pop-up reducing) 
fog, Eagle One is still a fine looking game. There’s plenty of ground 
detail, and aircraft scream past you, all guns blazing, with barely 
a hint of slow down. At least, in single player mode. 

Are there any problems, then? The game does seem a bit 
schizophrenic. Theprogrammers (both PCandAmigaflightsim veterans, 
and a former military avionics expert) tried to straddle two horses, 
unsure whether to produce an arcade shoot ’em up, or a sim for 
anoraks. Mercifully, there’s enough of both to satisfy fans of either. 
Paul Rose te- 


Ham rn nnnnL nuen a mi i 



One of the best features is the Vou can even freeze the replay. The way in which enplosions, 

instant replay made. Rt any time and rotate and zoom the camera debris and even smoke trails hang 

you can pause the action and between your plane and the in the air /fta/rur-style is just 

replay the last 10 seconds. target. awesome. 


7 Lots of fogging, but still detailed and fast. _ 

9 Tons of missions, and a decent two-player mode. 

9 Huge playing areas, which can be re-explored. 


A top notch flight sim with arcade-style sensibilities. Eagle 
One: Harrier Attack has brought all the visual finesse and 
gameplay thrills of the PC flight sim to the PlayStation. 
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Tekken III 10/10 PSM 26 


VERDICT 


A brave attempt to take the beat ’em up into new territory GRAPHICS 
unfortunately stumbles on unfamiliar terrain. An amended GAITIEPLAY 6 

PS2 sequel could be a killer, though. UFESPRD 5 


8 Dull enviro nments, nice character models, lovely CG intro. 
Toys with several interesting but weakly implemented ideas. 
Sub-games are fun, but won’t add much to longevity. 


Ehrgeiz" 

GodBlessTheRing 


Soul Blade 9/10 PSM 8 


Street Fighter EX Plus Alpha 
8/10 PSM 27 

--, S 


Even Final Fantasy VII tie-ins end girls 
with killer yo-yos can't save this admirable but 
bungled ewperiment in multi-level 3D fighting. 


n s the consistent favourite genre in arcade gaming, 
the beat 'em up faces an ongoing battle of its oiun 
against saturation and stagnation. Flooded ujith 
clones, sequels and special editions, the genre too often 
relies on graphical razzle-dazzle to obscure a deficit of fresh 
ideas. In this environment, any game that takes a different 
path from the Tekkens and Virtue Fighters of the luorld is 
to be commended, and such is the case ujith Ehrgeiz. 

With a control system and range of special attacks both kept to 
a minimum, Ehrgeiz attempts a fighting style that favours timing, 
movement and interaction with the environment. This last aspect is 
obviously intended to play a particularly significant role in tactical 
gameplay, with multiple levels introduced to most of the 12 fighting 
arenas, as well as crates that can be hauled at opponents and busted 
open to produce throwable weapons and bonus items. 

Although it all sounds good on paper, Ehrgeiz suffers from some 
negligent design faults and control defects, and takes its conscious 
lack of complexity too far, most notably with the ridiculous push¬ 
button special attacks. But the biggest failing of Ehrgeiz lies in the 
level design. In a game which sells itself on novel level structure, 
you’d think that a great deal of effort would go into making the 
arenas as imaginative and playable as possible. Never shy of 
innovation, the Ehrgeiz team apparently let the work experience kid 
slap together a few small, cramped and bland arenas instead. Such 
flaws are not only inexplicable but also frustrating, as a tweak here 
and there could have resulted in a superb fighting title. 

Ehrgeiz possesses an impressive 3D engine, allowing full and 
responsive control over some great looking character models, all 
at a cracking 60fps. The 11 initial characters include a few familiar 
faces, amongst them Cloud, Tifa and Sephiroth from Final Fantasy 
VII. The default fighter is Godhand, a solid choice whose signature 
moves - basic projectile, uppercut and triple flying kicks - betray 
the enduring influence of the Street Fighter franchise on beat 
’em up conventions. Another favourite is Yoyo Yoko, an anime- 
inspired cutie with a deadly yo-yo and the ability to 
snap necks with her thighs. 

The rest of the wildly unbalanced characters vary 
from off-the-shelfThai boxers, ninjas and judo masters 
to girls who transform into wild cats, each with a 
modest but passable repertoire of special attacks, 
throws, juggles and other combo-able moves. The guard 
function very handily doubles as an auto-face feature, 
which definitely doesn’t hurt playability, and the running 
spin-and-dodge move is another nice addition. 

Five sub-games have been thrown in to add some 
much-needed depth to the rather easy central game, 
including an addictive push and shove version of Othello and 
a fully-fledged dungeon quest, but whether these are sufficient 
to counter the game’s manifold problems is doubtful. 

Ehrgeiz cannot be dismissed outright, but its offbeat 
gameplay relegates it to niche-status at best. 

Anthony Holden 3§ 


Developer: 


Square 


Release date: Out now 


Origin: 


Japan 


Style: 3D beat ’em up 


Price: $79.95 ((1Z$89.95) 


1 Tifa Lockhart gats it on at the 
rooftop ring. 

2 Perfecting tha round-off hick. 

3 "Don't leave me this may..." 

M Hai-ya! 

5 The Battle Runner mini-game 
features three different tracks. 

6-9 Look out for pick-up items to 
attack opponents mith. 

10 Koji fRasuda, butch aduenturar 
and archaeologist. 


Publisher 
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Colony Wars: Vengeance 

9/10 PSM 19 


VERDICT 


GRRPHICS 


7 No funny glitches, but no real flair either. 


GRITIEPLRY 


7 Shooting is fun and it makes you think - only a little... 


LIFESPfln 


6 Smart aliens is what we want, but they ain't here. 


The shooting bits are fun, but the actual point to the 
missions is very dated. Saving mankind? Oh please, 
not again! 


Star 


Ixiom 


riamco is renowned as the space shooter specialist, but if you 
placed Star Ixiom cent to a Galaga machine, which game would get 
the dosh? 


n amco has a great history of producing space shooter 
games. Over the years titles like Hevious, Galaga 
and Star Blade have provided an endless supply 
of aliens to blast auiay at, and nouj the PlayStation is the 
home for the latest flamco zap-fest. So come on folks, 
it's time to save mankind again! 

The storyline in Star Ixiom is a little weak, and unfortunately this 
sets up a few disappointments in the game. For instance, your 
commanders have decided that the best way to defend mankind is 
with a single specially prepared ship. But when you go to jump into 
this amazing wonder ship, you discover that there are in fact several 
other craft to choose from. Sure, that’s a great way to implement 
variety into the gameplay, but is it worth risking your life for a bunch 
of morons who don’t even know how many ships they have built? 
The ships do fly pretty well, so yes. And they are simple to control. 

During battle aliens fly in all directions and you spend a fair 
bit of time executing loops and sharp corners before accelerating 
towards your target. This chase and destroy approach is actually 
very gratifying, and makes you feel like a bit of a hot-shot pilot. 
Targeting enemies is a cinch - maybe a little too easy. It only gets 
tough when you look directly at the nearby stars, which have very 
bright flare effects. 

Action takes place in either command or conquest modes, as 
well as a fairly standard training mode. Command mode is a simple, 
single mission option where you blast groups of enemies one at 
a time and destroy one alien race at a time. Conquest mode is 
where the game gets more interesting, because although the alien 
blasting tasks are the same as in command mode, a good dose 
of strategy has been squirted into the quest. 


In conquest mode players must carefully use the random maps 
provided, as well as making an intelligent choice when it comes 
to weapons (you can carry two at a time) and shields. The game 
also plays in a non-linear fashion in conquest mode, so space 
warriors can fight whichever race of aliens they feel 
they need to conquer first. 

Unfortunately all of the aliens have one thing in 
common: they are extremely dumb. The enemy Al 
does a lousy job of targeting you, and they are easy 
to chase down and destroy. 

Graphically Star Ixiom is far from out of this 
world. The only view is from your cockpit through 
the windscreen, which offers not much more 
than a few lines that meet in the middle to 
form your sights. And forget about the rest 
of the fleet offering anything more. 

The sound is virtually non-existent, and 
there isn’t any speech, so advice from your 
support crew comes in the form of written 
dialogue on the screen. 

Shooting aliens is always fun, and Star 
Ixiom provides plenty of that. But it’s 
possible that you might get sick of 
shooting the same ones over and over 
again, not to mention tiring of the boring 
view that you have to endure. Plus, it 
feels a little cruel shooting enemies that 
are so dumb... 

Roger Polak 


K Star hdonfa graphics, although 
batter than Star Blade, are 
nothing spectacular. 

8*f Disappointingly, the storyline 
doesn’t have much depth. 

58 Thera Bra lota of enjoyable 
dogfights any shooting nut 
mill enjoy. 

78 Don’t despair, the Command 
mode requires some thinking! 

DHTIib aliens are certainly not 
quick of mind... 


DeuelopBr: flamco 


Release date: Out noui 


Origin: 


Japan 


Style: 3D space shooter 


Price: $ 59.95 mZ$ 39 . 95 ] 


G-Police: Weapons Of Justice 
8/10 PSM 26 


Space Debris 


6/10 PSM 31 
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IPAN3ER 


After the exploitative tat of the “just for kids” 
Cyber Tiger game, Tiger Woods 2000 is EA 
Sports’ chance to move back up the 
PlayStation’s golfing order. Alas, they’ve blown 
it. Let’s be honest, the basics of the golfing sim 
are not hard to master. Take a three-click 
swingometer, a bag of clubs, model a few 
courses, motion capture half-a- 
dozen golfers and you’re 
■ halfway there. But only halfway. 

Tiger Woods 2000 falls down at 
■ the most fundamental level. It 


simply doesn’t give you enough information to 
work out how to play your shots. The grid 
overlay is useless, with the squares too big and 
the palette of greens too small. It’s a 
combination that makes precise calculations 
practically impossible. The swingometer is also 
ruthlessly unforgiving on pro level. And if you 
play on any other skill setting, you undermine 
the point of ‘being’ Tiger. Tiger Woods 2000 
is a slack piece of work stymied by basic design 
faults that you’d have thought the mighty EA 
Sports would have ironed out years ago. CB 


Marvel Vs Capcom is the third Vs title. There 
are 15 characters to choose from and, somehow, 
none of them are duds. The Marvel line-up is 
familiar from previous rumbles, but it’s the 
Capcom contingent that is the real treat, 
especially for old skool Capcom fans. Arcade 
platformer heroes Strider Hiryu and Megaman 
are brilliantly portrayed here. 
There are also a few more 
recognisable faces that take the 
stage as Special Heroes, and of 
course, some essential Street 


Fighter veterans - Ryu, Chun Li, Zangief and so 
on - all of whom offer saner, more complex 
moves to balance out the Marvel posse’s 
pyrotechnics. Although the general button 
combinations, specials’ gauges and standard 
modes are familiar, this is certainly the sauciest 
looking Marvel game yet and the most complete 
in terms of gameplay options. If you love it when 
the screen flashes, boulders fall from the skies 
and rabid leopards scamper across the screen 
to accompany super special moves, then step 
up and slap Marvel Vs Capcom in your slot. KS 


Don’t be fooled. Rather than being a free¬ 
wheeling urban outlaw, Renegade Racers is 
desperate to fit in alongside the cunning of Circuit 
Breakers, the oddness of Speed Freaks and the 
purity of Crash Team Racing. Waiting on the 
starting grid for the green light to wink, things 
don’t look too bad. So what if the characters 
are stereotypically barmy, it’ll be 
much more amusing once the 
shooting starts. Unfortunately, 
the race soon turns into a joypad 
wrestling match. There are three 


important elements to a decent racer: handling, 
handlingand handling. Renegade Racersdetovers 
none out of three. The one-player mode soon 
becomes torture as you’re forced to repeat minor 
variations of the same track. Do it faster! Make 
longer jumps! Oh, was that the off switch? 
Graphics are far from interesting, but it’s the 
gameplay that is most sleep inducing. To beat 
the competition Renegade Racers would have 
to be remarkable. It’s not. If you spend your 
hard earned on this steamer, pray you don’t lose 
your receipt. PW 
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Uandal Hearts 


Publisher: GT Developer: Honami 


te: Rpril Origin: Japan Style: Role-playing game 


One Gntras: Analog, memory Card, Dual Shock Price $89.95 (nZ$109.95) 


Tiger Uloods 2000 

Publisher: BR Developer: 6R Sports Release date: Qut now Origin: US Style: Golf sim 


Pour Gntras: memory Card, Dual Shock, Rnalog Price: $79.95 (RZ$99.95) 


Ularuel Us Capcom 

Publisher: Ozisoft Developer Capcom Release date: Out noui Origin: Japan Style: Beat 'em up 


Players: Two Gntras: memory Card, Dual Shock Price: $79.95 fnZ$ll9.95) 


Renegade Racers 

Publisher: Interplay Developer: Promethean Designs Release date: Out now Origin: US Style: Racing 
Players: Pour Gntras: Rnalog, memory Card, Dual Shock, Ulultitsp Price: $79.95 (DZ$TBC) 


c=n 


Vandal Hearts II is that strange and exotic beast 
known as the strategy RPG. You guide a group 
of characters through a sequence of battles that 
are underpinned by a continuous story. On the 
way you recruit new warriors, gain experience, 
visittowns, upgrade equipment, talk to characters, 
and make decisions that mildly affect the outcome 
of the game. Battles are still the 
same measure of moving and 
fighting, but traditional character 
classes have been banished, with 
the emphasis now resting on 


items and accessories. Re-equip your archers with 
magic staves and you improve your spell-casting 
capacity. Give everyone swords and shields, and 
you’re ready for close combat. There’s just so 
much to do, with so many tricks and spells to 
leam, that you end up playing some levels several 
times just to try all the possibilities. Even the 
storyline is far beyond the predictable ores ’n’ 
rings scenario that usually bugs these affairs. 
This is not a groundbreaking title, but if you like 
to wear your thinking cap at a jaunty angle, get 
your wallet out. ZN 
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Baby, this is a classy kids game. PSM often 
grumbles that games designed for the younger 
set are usually second-rate, but Studio Tour is 
polished, entertaining and great value. While 
enjoying a tour in a movie studio, the little ’rats 
accidentally lose lil’ baby Dil. So you have to 
control Tommy, Chuckie, Phil, Lil and Angelica 
as they search the movie sets 
for Tommy’s little brother. In their 
quest for Dil, the ankle biters 
appear in 3D spoofs of movies 
like Diapers of Thunder and Lazy 


LTD 

OD 


Hrmy Itlen: Sarge's Heroes 

Publisher: Sony Oeueloper: 300 Release date: Rpril Origin: US Style: Strategy Players: Tuio 


Entras: memory Card, Rnalog, Dual Shack Price $89.95 (flZSTBFH 


Sarge and his boys are back in this latest 
instalment of the Army Men franchise. Sarge’s 
Heroes’ is solid enough, but fails to impress. 
Plenty of gunplay and military strategy is 
offered and choosing your weapon is crucial. 
There are 13 to choose from and ‘sweeping’ 
your way through a minefield is just as 
important as taking out your 
brown adversaries with a volley 
of bullets or a blast from your 
bazooka. The gameworld is 
and as you’re standing 


at just a meagre height, the sheer size of 
everything that surrounds you makesthe tasks 
at hand seem daunting. Maintaining 
rendezvous, shooting your way out of sticky 
predicaments and helping your platoon 
through various levels is the order of the day. 
Playing as a little soldier, you’re able to roll, 
climb, drive, run and jump, but controls are 
terrible and frustrating, and camera angles 
dodgy. Fortunately, two-player mode is fun, 
and as there are lots of places to hide, it offers 
a challenge with an equally skilled mate. RY 


large 


The real Caesar’s Palace is a grotesque, grown¬ 
up wonderland ofchimingslot machines, hostile 
card tables and free booze dispensed by women 
in togas. And no clocks and deliberately-hard- 
to-find exits. Caesar’s Palace, the game, is a 
sterile attempt to recreate the vibe, but with no 
character or ambition. The games - roulette, 
video poker, blackjack and craps 
- all come packaged in a single 
chunk of options. Visit the cash 
machine, set your stake and dig 
i. All the parts are there, but 
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- Extreme 500 

co Publisher: GT Deueloper: THO Release date: Out noui Origin: US Style: motorcycle racing 


Rugrats Studio Tour 

Publisher: GT Deueloper: THO Release date: Gut noui Origin: US Style: Hiddies mini games 


Tuio GHtras: memory Card. Hnaiog, Dual Shock Price $89.95 tnZ$99.95) 


Players Pour EHtras: memory Card, Rnalog, Dual Shock Price $89.95 tnZ$99.95) 
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000 
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Caesar's Palace 2000 

Publisher: Interplay Deueloper: Beam Release date: Rpril Origin: Australia Style: Casino sim 


Players: Pour EHtras: memory Card Price: $79.95 (RZ$TBC) 


they don’t add up to any kind of gaming jackpot. 
There’s nothing at stake, you see. In the real 
world there’s the buzz of boldness, the thrill of 
sparring with your livelihood. Here, it’s mess 
with poker for a bit, get bored, have a look at 
roulette, get bored, a few hands of blackjack, 
get bored... There’s a decent in-game coach 
who offers a bit of guidance, but it’s hard to 
care. What’s needed is selectable personalities, 
cheat options, chunky graphics. As it is, it is of 
use only as therapy for problem gamblers or 
convicts with limited time-killing options. AL 


No one would ever argue that the PlayStation 
is short of racing games. Sadly, Extreme 500 
stalls on the starting grid. It attempts to cater 
for fans of both simulation and arcade-style 
games. However, the differences between the 
two options amount to little more than the latter 
being a stripped-down version of the former 
with locked courses. The same 
tracks are freely available in sim 
mode, which also offers Grand 
Prix and World Championship 
events, selectable weather 


conditions, and the usual array of tweakable 
bike options. But the handling differs little 
between the two styles. Not that the handling 
matters. Five minutes in to either option and 
you’ll be cursing the grainy visuals, dreadful 
animation and a frame rate only marginally 
faster than a flip-screen adventure. Extreme 
500 may look like an exhaustive racing game, 
but check its credentials and you’ll find it as 
convincing as a $10 note drawn in crayon. I 
feel the need... The need to get away from this 
game as quickly as possible. PR 


Saddles. In addition to the usual collect ’em up 
platforming action, there are loads of other game 
styles, including kart racing, shoot ’em up 
blasting, mini golf, foot races, tag, treasure hunts 
and a rollicking mine kart ride. The lazy camera 
angles can occasionally annoy, but otherwise 
controls are good and young players are taught 
how to play in helpful training modes before 
tackling the main events. Graphics are bright, 
colourful and appealing. Take away a couple of 
marks from the score if you are over 12, but be 
assured, ankle biters will adore this. JH 























































Puma Street Soccer 


Publisher: 0U Software Developer: Sunsoft 


date Out noui Origin: Europe Style: Soccer aim 


Players: Eight SHtras: memory Card. Analog, fllultitap Price: $79.95 (f1Z$TBCl 


It was a cracking idea. Take the most popular 
sport in the world, strip it down to a few players, 
set up pitches on the streets, fix the gameplay 
on super fast, stick in loads of fancy moves and 
spectacular rebounds, and the resulting 
concoction should be a sure-fire winner. So 
what on earth went wrong? First, the graphics 
look like the game was made 
five years ago. The commentary 
is by an excitable American chap 
who’s completely unintelligible, 
as well as highly irritating. The 


graphics are slightly shabby and the sound 
quality ropy. The players are too lumbering to 
keep up with the match, and occasionally your 
man dashes off in the opposite direction to the 
run of play - which is extremely frustrating. You 
can’t pass accurately, you can’t tackle properly 
- basically the fundamentals of soccer have 
been ignored in favour of making sure the 
advertising hoardings look good, which is a 
very bad idea indeed. Luckily they didn’t call it 
Puma International Street Soccer. The acronym 
would have said it all. DM 


In recent issues 


Ace Combat 3: Electrosphere 


Army Men 3D 


Army Men: Air Attack 



Spec Ops: Stealth Patrol 

Publisher: Jack Of All Barnes Developer: Taka 2 Release date: Out now Origif 


date: Out now Origin: US Style: Stealth combat 


Players: Two Ewtras memory Card. Dual Shock. Analog Price: $89.95 I0ZS TBC1 


At first glance, Spec Ops takes a pretty decent 
stab at the war-is-hell stealth ’em up genre, as 
perfected by Metal Gear Solid. For starters, 
there’s a whole catalogue of modern firearms 
all available to the budding auto-weaponry 
fetishist. A cool feature is the way the opposition 
reacts differently depending on how liberal you 
are with your ammo. Meanwhile, 

n your computer-controlled team¬ 
mate adds a pleasant best buddy 
feel to the game. Unfortunately, 
Spec Ops goes rapidly downhill 


from here. While theoretically a stealthy 
approach is rewarded, the game conspires to 
make any such pussy-footing around pointless. 
The sniper rifle and binoculars are too unweildy 
and the tight time-limits make it impossible to 
scout out a situation before blunderingin.There’s 
not even training missions to introduce you to 
the game’s many complexities. At least the two- 
player mode lets you drag a friend along to 
share in the frustration. Unfortunately, Spec Ops 
is lots of good ideas seemingly put together 
with minimal thought. KG 
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370 Ace Combat 2 
002 Actua Soccer 2 
003 Actua Soccer 3 

004 Adidas Power Soccer 
005 Advan racing 
006 Alien Trilogy 
342 Akuji The Heartless 
007 Alone in the Dark 2 
008 Andreti Racing 
009 Anamaniacs:Ten Pin 
010 Apocalypse 
011 Armoured Core 
012 Armoured Core 2 

330 Army Men 3D 

015 Assault: Retribution 
016 Asteroids 
017 Auto Destruct 
018 Azure Dreams 
019 B Movie 
020 Battle Arena Tosh 3 
021 Battle Arena Tosh 2 
022 Beast Wars 

371 Big Air 
023 Bio Freaks 
024 Blast Chamber 
025 Blast Radius 
381 Blood Lines 
627 Blood Omen 
028 Bloody Roar 
336 Bloody Roar 2 
029 Bomberman world 
031 Brigadine 

632 Buosy 3D 

398 Bugs Bunny: Lost 

633 Bushido Blade 2 

634 Bust-a-Groove 
369 Bust-A-Groove 2 

635 Bust-a-Move 4 

636 C: Contra Adventure 

637 Capcom Gen. 1 

638 Capcom Gen. 2 

639 Cardinal Sin 

640 Cart World Series 

331 Chocobo Racing 

641 Circuit Breakers 

642 Code Name: Tenka 

643 Colin McRae rally 

644 Colonisation 
045 Colony Wars 

646 Colony Wars: Veng. 

647 Command & Conquer 

648 C & C : Red Alert 
327 Contender 

649 Contra: Legacy of War 
656 Cool Boaraers 2 

051 Cool Boarders 3 
052 Courier Crisis 
053 Crash Bandicoot 1 
054 Crash Bandicoot 2 
055 Crash Bandicoot 3 
057 Croc: Legend 
380 CROC 2 

058 Crusader: No Remorse 
059 Cybersled 
666 Dark Forces 

332 Dead In The Water 
661 Dead or Alive 

062 Death Trap Dungeon 

064 Defcon 5 

341 Destrega 

065 Destruction derby 2 

066 Diablo 

067 Die Hard Trilogy 

367 DRIVER yy 

068 Dragon Seeds 

069 Duke Nukem:Time Kill 

070 Duke Nukem:Meltdown 

071 Dynamite Boxing 

072 Elemental Gearbolt 

338 Eliminator 

073 ESPN Extreme Games 

074 Everybodys Golf 

075 FIFA 98 

076 FIFA 99 

077 Fighting Force 

078 Fighting Illusion: K1 





98 


079 Final Doom 
080 Final Fantasy 7 
333 Fisherman's Bait:A 
081 Formula 1 97 
082 Formula 1 98 
083 Formula Karts 
084 Forsaken 
085 Frenzy 

086 Future Cop L.A.P.D. 
067 G Darius 
086 G Police 

089 Gex: Enter the Gecko 
326 Gex 3: Deep Cover 
090 Ghost in the Shell 
091 Gran Turismo 
092 Grand Theft Auto 
093 Grand Tour Racing 98 
094 Guilty Gear 
095 Heart Of Darkness 
096 Hot Shots Golf 
097 1.8. Soccer Pro 98 
098 Independence Day 
099 Indy 500 

100 J. McGrath Super X 

101 Jet Moto 2 

102 Judge Dread 

103 K-1 Arena Fighters 

104 Kagero Deception 2 

105 Klona 

106 KnockOut Kings 

107 Krazy Ivan 

108 Kula World 
340 LEGEND 

109 Libero Grande 

110 M.K. 4 
\\\ M'K' Mythologys 

112 M.K. Trilogy 

113 Madden NFL 99 

114 Madden NFL 98 

115 Mass Destruction 

116 Max Force 
329 Max Pow 

117 MDK 

118 Medie 

119 Megama 

120 Marvel 

121 Metdl Gear 

122 MetafiSItig 

123 Micro Machines V3 
343 Military Madness 

124 Monster Trucks 

125 Moto Racer 

126 Moto Racer 2 

127 Motorhead 
126 MTB Dirt Cross 

129 N20 - Nitrous oxide 

130 Nascar98 

131 Nascar99 

132 NBA Live 98 

133 NBA Live 99 

134 NBA Shoot Out 9 

135 Need for Speed 2 

136 Need for Speed 3 

324 Need For Speed: Stakes 

137 NFL Blitz 

138 NFL Gameday 99 

139 NHL 98 1 

140 NHL 99 

141 NHL Face Off 98 

142 NHL Powerplay98 

143 Ninja : Shadows 

144 Nuclear Strike 

145 O.D.T. 

146 Oddworld:Abe Exodus. 

147 Oddworld: Abe’s Odd. 

148 One 

149 Pandemonium 1 

150 Pandemonium 2 

151 Parasite Eve 

152 Parrappa The Rapper 

153 Pit Fall 3D 

154 Pocket Fiahter 

155 Porsche Challenge 

156 PoyPov 

157 Psybadeck 


Bass 


326 

158 

159 

160 
161 
162 

163 

164 

165 
244 

166 

167 

168 

169 

170 

171 

172 
325 

173 
335 

174 

175 

176 

177 

178 
337 

179 

180 
181 
182 

ft 

185 
383 

186 
187 


Rampage 2: Universal 
R-Type Delta 
R-Types 
Rally Cross 
Rally Cross 2 
Rally de Africa 
Rapid Racer 
Rayman 
Rebel Assault 2 
Red Asphalt 
Reloaded 
Resident Evil 2 
Resident Evil: D.C. 
Ridge Racer Rev. 

Rival Schools 
Riven: Sequel to Myst 
Road Rash 3D 
Rollcage 
Rouge Trip: 2012 
Rugrats: Search Reptar 
Running wild 
SCARS 

Shadow Master 
Shane Warne 99 
Side Pocket 3 
Silent Hill 
Sim City 2000 
Skull Monkeys 
Small Soldiers 
Smash Court 2 
SOul Blade 
Soviet Strike 
Spice World 


231 

232 

233 
386 

234 

235 

236 


War Games Defcon 1 
WarCraft 2 
Warhammer 
Warzone 2100 
WCW Nitro 
WCW/NWOThunder 
WCW V’sThe World 




NEW 


197 

198 

199 

200 
201 
202 

203 

204 

205 

206 
207 

209 

210 
211 
212 

213 

214 

215 

216 

217 

218 

219 

220 
221 
222 

223 
366 

224 

225 

226 
385 

227 

228 

229 

230 


491 

473 

474 

475 

476 

478 

479 

480 

488 

489 

490 

450 

451 

452 

453 

454 
456 
157 

>8 



Tekkenj JeS 

Ten PffTAIley _ 
Tenchu ^ 0 ^ 

Test Drive 4 
. JSt Drive 5 
Test Drive Off Road 
Test Drive Off Road 2 
Tetris Plus 
The Fifth Element 
The Lost World 
The Unholy War 
Theme Hospital 
Theme Park 
Thunder Force 5 
Tiger Woods 99 
Time Crisis 
Tobal 2 

Toca Touring Car 
Toca Touring Car 2 
Tokyo Highway Battle 
Tomb Raider 
Tomb Raider 2 
Tomb Raider 3 
Tomba! 

T. Makinen Rally 
Treasures oftheDeep 
Triple Play 98 
Triple Play 99 
Tripple Play 2000 
Twisted Metal 2 
Twisted Metal 3 
V Rally 
V-RAL1Y 2 
V’s 

Vigilante 8 
VMX Racing 
VR PowerboatRacing 


32 
131 
430 
429 
428 
427 
426 
425 
424 
423 
422 
421 

416 

417 

418 

419 

420 

399 

400 

401 

402 

403 

404 

405 

406 
415 

395 

396 

397 


South Park Rally 

THRASHER:SKATE AND DESTROY 

GRAN TURISMO 2 

THE DUKES OF HAZZARD 

FIFA 2000: MAJOR LEAGUE 

WWF: SMACKDOWN 

MARVEL VS. CAPCOM: CLASH OF... 

KILLER LOOP 

ARMY MEN: AIR ATTACK 

KKND: KROSSFIRE 

WORMS ARMAGEDDON 

TOMB RAIDER: THE LAST REV 

STREET FIGHTER EX 2 PLUS 

LEGO RACERS 

40 WINKS 

KNOCKOUT KINGS 2000 
FIGHTING FORCE 2 
VIGILANTE 8:SECOND OFFENCE 
NBA LIVE 2000 
SLED STORM 
TWISTED METAL 4 
COOL BOARDERS 4 
RAINBOW SIX 
TEST DRIVE 6 

JURASSIC PARK: WARPATH 
MEDAL OF HONOR 
SUPERCROSS 2000 
TOMORROW NEVER DIES 
VIGILANTE 8: SECOND OFF... 
SPYRO 2: RIPTO'S RAGE! 

WU TANG: SHAOLIN STYLE 
ARMY MEN: AIR ATTACK 
RESIDENT EVIL 3: NEMESIS 
READY 2 RUMBLE BOXING 
NASCAR 2000 
MISSION IMPOSSIBLE 
JET MOTO 3 

XENA: WARRIOR PRINCESS 
GRAND THEFT AUTO 2 
QUAKE 2 

CRASH TEAM RACING 
TONY HAWK’S PRO SKATER 
WIPEOUT 3 
SOUTH PARK 
DINO CRISIS 
WCW MAYHEM 
G-POLICE 2 

SOUL REAVER: LEGACY KAIN 
TARZAN 

TENCHU: STEALTH ASSASIN 
MLB 2000 
NFL Xtreme 2 
Asterix 



§Oi §*c. 


‘1.95 Per Min. Hfgl 
from Mobile or Pub 



njpnf Of Honor Rooidonl Evil 8 

mention! Do your country Zombie slayer Steue Polah 

proud and lead your troops to hacks up Part I of the euil 

victory uiith our playguide to the doings you need to perform to 
final two missions. conquer the living dBadllgl 


Live 20I]QJm Turisrn 2 and 


FFVIII, /Trastarandmora. 





iST no worries 
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|Pouierline tipsl 


PSffl and Poiuerline join forces to bring 
you the ultimate cheats service direct 
from Sony itself. 


The Official PlayStation Powerline provides 
gamers with an incredible amount of gaming 
advice that’s only a phone call away. We’ll 
be featuring the latest additions to the 
Powerline each month. 

Call « 1902 262 662 (Australia only) and, 
once connected, press 0 to access the main 
menu (Australia only). The menu options are: 

1. Speak to a member of Team PlayStation 
(9am-8pm EST, seven days a week). 

2. ‘Cheats Heaven’. Punch in the five-digit code 
located on your game CD above the PlayStation 
logo and after the letters SCES or SLES. 

3. New and upcoming PlayStation 
games information. 


4. PlayStation game of the month. 

5. This month’s Top 10 titles. 

6. Information on PlayStation peripherals. 
The Powerline is charged at $1.50 per 

minute (NZ$1.69 - a higher rate applies if 
calling from mobile or public phones). 
Callers aged under 18 must obtain a parent’s 
permission before phoning. 

The service is available 24 hours a day, 
365 days a year and is operated by CT- 
Solutions in Australia and Syncomm Ltd in 
New Zealand. 

For instructions on how to access the 
Powerline in New Zealand, please follow the 
instructions below. 



Uigilante 8: 
Second Offense 

How to enter passwords 

Highlight Game Status at the Options menu. Then 
press U and HI and press K twice. 

Arizona aliens 

In the Arizona stage, blow up the observatory. Then wait 
near the crater and you’ll see a huge meteor smash into 
it. Blow up the meteor and an alien that shoots 
beams will come out. Once you kill it another meteor 
will appear and the process keeps repeating. 


Attract enemies 

Enter UNDER_FIRE at the password screen. 


Attraction mines 

You need at least two mines. When you 
have the mines, press then ^ 
machinegun at the same time. 


POWERUNE 


Change car colour 

When choosing your car press •, then you may select your colour. 



Crater maker 

While playing make sure you have at least five mortar shells. Then 
press 4% 4>, 4>, t, machinegun. 

Extra salvage points 

To get three times as many salvage points, destroy your opponents 
using your special weapon. 

Fast action 

Enter QUICK_PLAY at the password screen. 

Gives all cars big wheels 

Enter GO_MONSTER at the password screen. 

High suspensions 

Enter JACKJTJJP at the password screen. 


poweRUNe ] 



press lo select a 
game by name 


pressrW instructions on operating 

the Powerline system 


d oreJKlor 
connec 


instructions on how to 
connect your PlayStation 


press $ select a game by 
product code 


press 0b leave 
a message 


i- 



Fighting Force 

Cheat mode 

Hold Q, L2 , HI, A, It and when Press 
Start appears at the opening screen. Select 
the Start Game option and choose a level. 
Your character will have unlimited ammuni¬ 
tion and invincibility during the game. (Note: 
Enabling this cheat disables high scores.) 
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flBR Liue 2000 


Legends 

Enter a player’s first and last 
name code at the Create Player 
menu (a message confirms cor¬ 
rect entry), then go to the 
Unlock Legends screen to acti¬ 
vate them. 

*50s Legends 


Wilt 

Chamberlain Big 


Goliath 


Player 

First 

Last 


name 

name 

Andrew Phillip Whiz 

Kid 

Bill Sharman 

Charity Stripe 

Bob Cousy 

B-Balls Cooz 

Bob Pettit 

Crash 

Boards 

Carlo Braun 

Hard 

Wood 

Cliff Hagen 

Hook 

Shot 

Dolph Schayes Set 

Shot 

George Yardley Yard 

Bird 

Harry Gallatin 

Iron 

Horse 

Larry Costello 

Cross 

Over 

PaulArizin 

Pitchin’ Philli 

Richard Guerin Play 

Maker 

’60s Legends 


Player 

First 

Last 


name 

name 

Bill Russell 

All 

Defensive 

Elgin Baylor 

Offensive Force 

Hal Greer 

Jump 

Shot 

Jerry Lucas 

Lucas 

Layup 

Jerry West 

The Mr. Clutch 

Lenny Winklns Player 

Coach 

Oscar 



Robertson 

Bucks 

BigO 

Sam Jones 

Bank 

Shot 

Tommy 



Heinsohn 

Rat 

Shot 

Walt Bellamy 

No 

Comment 

Willis Reed 

Soft 

Touch 


70s Legends 
Player First Last 

name name 
Bill 

Cunningham Leaping Kangaroo 
Bill Walton Shot Blocker 
Bob Lanier Big Foot 
Dave Bing The Duke 
Dave Cowens Red Head 
Earl Monroe Magic Pearl 
john Havlicek John Hondo 
Julius Erving Doctor's In 
Nate Archibald Big Tiny 
Pete Maravich Passing Pistol 
Rick Barry Foul Shot 
Walt Frazier Cool Clyde 
Wes Unseld Glass Cleaner 

’80s Legends 
Player First Last 

name name 

Charles Barkley Mound of Rebound 
Dominique 

Wilkins High Light 
Earvin Johnson Magical Guard 
George Gervin Chilled Iceman 
Hakeem The 
Olajuwon Dream Machine 
Isiah Thomas Bad Boy Zeke 
James Worthy Big Game > 
Karl Malone Mailman Delivers 
Kevin McHale Sixth Man 
Larry Bind Celtics Pride 
Michael Jordan Come Fly With Me 
Moses Malone Free Throws 
Patrick Ewing Player President 
Robert Parish Celtic Chief 


Gran Turismo 2 


Ghrgeiz § 

Alternate costumes 

At the arcade mode character 
selection screen, hold t while 
selecting a fighter. 


Extra battles 

To get two extra battles, you must 
defeat Sasuke in less than three 
minutes and 20 seconds, the 
door that looks like the entrance 
to the Gold Saucer {Final Fantasy 
VII) will open and you can fight 
Cloud and Tifa before the finale 
battle with Django. 


Extra costumes for 
Tifa and Cloud 

For Cloud’s third 
secret costume 
defeat the 
UgtL game using 

IH Yuffie * For 

Tifa’s third 
secret costume 
defeat the game 
using Vincent. 


Play Evil Panel 

Defeat the CPU 
10 consecutive 
times in the 
Battle Panel 


Mini-Game. Then in the top menu 
select Battle Panel while holding 

LI, LZ Bland R2 

Play as Zack 

To play as Zack, Cloud’s mentor in 
Final Fantasy VII , beat the game 
with all of the Final Fantasy VII 
characters. Zack has the same 
moves as Cloud. 

Secret characters 

To get the secret characters, do 
the following: 

Koji Masuda - Defeat the game 
using any male character. 

Clair Andrews - Defeat the game 
using any female character. 

Yuffie Kisaragi - Defeat the game 
using Cloud Strife. 

Vincent Valentine — Defeat the 
game using Tifa Lockheart. 

Zax - Defeat the game using all 
the FFVII characters. 

Django (A.K.A. Neo-Red XIII) - 
Defeat the game using all the char¬ 
acters (except for the FFVII crew). 


Extra ammo 

Pause the game, then hold LI and 
press ■ (x2), •, A, *, A, K, A. 
Note: This may also be done at 
the main menu. 

Invincible hostages 

Pause the game and hold Q then 
press •, •, ■, A, X, A, X, • 

Make the terrorists disappear 

Pause the game, then hold LI and 


press A, • (x2), A, ■, X, A, #. 
Note: This may also be done at 
the main menu. 

Revive health 

Pause the game and hold LI then 
press A, A, X, •, •, X, ■, ■. 

Show all maps 

Pause the game and hold LI 
then press X, •, ■, A, A, ■, 

#,X. 


Costumes for normal characters 

To get the third costumes for nor¬ 
mal Ehrgeiz characters complete 
the following: 

1. Beat arcade mode without con¬ 
tinuing. 

2. Beat arcade mode and get 
EHRGEIZ with any character. 

3. Perform a 10-hit combo in prac¬ 
tice mode. 

4. Get 35,000 points in Battle 
Beach. 

5. Get 2000 points in Infinite Battle. 

6. Have all FMVs in the Movie 
Player. 

7. Get a perfect score on Evil Panel 
(computer must have 0 panels). 

8. Beat the computer in Battle 
Runner on any level with any num¬ 
ber of laps. 

The costumes will be released 
in this order as you complete the 
objectives: Yoko, Han, Prince 
Doza, Inoba, Sasuke, Jo, Lee and 
finally Godhand. 

To get the alternate uniforms, 
hold down and pick the character. 


1 ^ Rainbow G ** m 


Acquire credits quickly 

Win a GT League, Rally or Special Event. 
Then sell the bonus car and race the cir¬ 
cuit again. 


A-Class licence award 

Get the gold rating on all A-Class licence 
tests to unlock the Dodge Concept Car. 

B-Class licence award 

Get the gold rating on all B-Class licence 
tests to unlock the Spoon Honda S2000 
(modified streetcar). 

Bonus cars in simulation mode 

Unlike the original (where rewards were 
straightforward), bonus cars in Gran 
Turismo 7s simulation mode are more 
numerous and subjective. Simulation 


mode bonuses are determined by: 

1. The car the player drives (and the 
class it is in). 

2. The number of consecutive wins that 
car has achieved prior to a given race. 

3. The course on which the race occurs. 
Most of the time, bonuses vary by 

one class. Thus, a Class-B victory is like¬ 
ly to be awarded with a Class-C, Class-B 
or Class-A bonus car. 

Bonus cars in arcade mode 

Win a forward course in arcade mode at 
normal difficulty. 


Arcade mode 
ending credits 

Win all 23 forward courses in arcade 
mode on hard difficulty. 

Bypass licence exams 

Load a Memory Card containing Gran 
Turismo licence data. Gran Turismo 
licences (B-Class, A-Class and 
International-A) will fulfil similarly 
named licence requirements in Gran 
Turismo 2. Efi 
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llledal Of Honor 

Even the greatest war heroes need a bit of a helping hand 
some of the time. UJith our guide to the tricky final two 
missions, victory is yours for the taking. Rdvance troops... 




MM § 



Lt Patterson has landed himself in a pit of espionage, 
sabotage and covert operations. His chances of suc¬ 
cess in these trials and tribulations are dependent on 
your ability to master a few basic skills. That, and 
being exceptionally quick on the draw. Check out the 
boxes to help you train up to fighting strength, then 
work through the simple first missions. It really, gen¬ 
uinely, isn’t difficult until the final pair of missions, so 
here’s a quartet of pages to guide you through that 
tricky climax. We start at mission six... 



I 


n-M 



for the bazooka-toting soldiers round every corner. IH- 
ll One direct hit and you’ll be dead, so aim for the head 
and try to take them out with one shot, ffi-3 A little 
way along the canyon you’ll find a pack of snipers in 
strategic positions along the walls, ffl-31 Shoot them 
out and pick up the stuff they drop, BHfl then keep 
going as far as the clearing. There’s a sniper on the 
ledge to the right. Shoot him, tR-S then carefully take 
out the bloke on the gun emplacement round the left- 
hand corner. Head through the gap and push on up the 
hill, you’ll find a few more bazooka Joe’s streaming 
down. OHB Bear right at the top and turn down the 


Objectives: Destroy generator 
fuel and locate mine entrance 

A difficult challenge kicks 
off mission six. Watch out 



Lesson 1 - THE STRAFE 

Most of you will be familiar with Quake II. The strafe in Medal Of Honor is 
no different and vital for your success. Whether you’re behind a wall, or 
dodging bullets out in the open, it’s important to ensure you can duck out 
of the way of danger. The movement, a sidestep skip, would look very 
strange in real life, but it gets you out of trouble. If you’re feeling adventur¬ 
ous you could try the circle strafe, beloved of Quake fans everywhere, 
although it’ll depend on you using the dual joystick control method. You 
use lateral movement to spin round your opponent, focusing on him while 
keeping out of the way of his weapon. Tricky, but once you get the hang of 
it you’ll be the most versatile soldier on the block. 

, j&m 

1H » * 
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next right-hand passage until you hit the fuel dump. 
Shoot out the guards and place a few bomb charges 
on the canisters. HI-71 Once they’re blown, head 
through the opposite door and dive into the mine 
entrance ahead. 


i. IB8RHBRS UPPBR ffllflB 

Objectives: eliminate eight SS demo squad members, 
recover the Dahood manuscript, acquire elevator key, 
locate elevator 


Master the art of the strafe to keep an eye on what’s 
behind you - these Nazis can creep up on you 
unawares. IB41 The first of many demolition troops is 
dead ahead. Shoot the big lummox quickly and push 
through to the left-hand bend where you’ll find the 
second bomber. Head back up to the main cavern and 



LESSQn 2 - THE RITIBUSH 


Here’s the theory. Hide round a corner and wait for 
the enemy to start charging round it. Then shoot 
them. In a good situation, you can wipe out an 
entire platoon with this method. Be careful though, 
problems can arise. In close confines you can get 
caught out by a lot of soldiers. Back-pedalling does¬ 
n’t necessarily work, because you can’t see where 
you’re going and might even end up running into 
another lot of oncoming soldiers. Only use the 
ambush when there’s enough space to allow your¬ 
self a get out route. 



shoot the third and fourth demolition men, then pick 
up the Dahood Manuscript, which is lodged behind the 
pair of coalscuttles at the back of the cavern. 18-21 
Follow the path out to the right and clock another 
demolition man on your right-hand side. Bag the lift 
key from the table here before you leave, and watch 
out for the guards that bear down on you from behind 
as you leave. One’s got a bazooka and he’ll almost cer¬ 
tainly score a direct hit unless you act quickly. A sixth 
bomber’s holed up in a little alcove to the right, while 
the left-hand side holds the penultimate sabo¬ 
tage merchant. This, again, marks the point 
where more soldiers try to catch you 
unawares, so watch your 
back. Another alcove 
along the passageway 
holds the final squad 


member. Once you reach the big cavern, exit via the 
elevator. CB-ffl 


C. TR8RSUBS CRUBRflS 


Objectives: Locate curator inventory, locate and 
disarm bombs 



Those magnificent men with their bazookas cause a 
world of pain down in the trenches. Keep an eye out for 
soldiers that drop to one knee; their missiles will target 
you, so shoot them out first. In the first cavern, the far¬ 
thest soldier’s the one toting the bazooka. UMJ 
Disarm the bomb on the right and duck into the 
right-hand tunnel. There are a few guards to take 
out along this passage and another pair holed up in the 
room at the end. Here you’ll find the curator’s inventory, 
as well as some health to pick up. Head back down to 
the first cavern and right into the 
next big cave. There are three 
bombs in here to disarm - one left, 
one right and one straight ahead. 
There’s also a bazooka soldier at 
the back of the cavern to look 
out for before you jump down into the elevator shaft 
and follow the pipe to the next section. Hole up in the 
pipe and shoot the first couple of guards from relative 
safety. Climb out and disarm the bomb, then do the same 
with the next one a bit further into the cave. Pause at the 
entrance to the next section because this section’s 
extremely hard. Switch to the bazooka and strafe out, 
firing shots into the dark. KXH There’s a hidden attack¬ 
er somewhere in the darkness and he will get you if you 
pile in blindly. Firing off a few rounds does the trick, then 
switch back to the weapon of your choice and wipe out 
the remaining pair in this cavern. Pick up the stuff under 
the bridge and push on through. tC-33 Just round the cor¬ 
ner you’ll stumble across another pair of soldiers. It’s 
imperative you hit them with the bazooka first or 
you’ll almost certainly die. It’s tricky, because the 
path leads uphill, but with quick reflexes you’ll be 


Q_2 12 372 

C-3 20 ££. 3» c 
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ALL BOMBS DISARMED 
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fine. The next cave offers a trio of soldiers - one guy at the 
back and two in a tiny sub-cave to the right. This is not too 
hard though, so push forward into the final cavern, again 
being careful of the guards in the interconnecting pas¬ 
sageway before you reach the final four bombs. The pas¬ 
sageway to the right holds the ladder and the exit. 

escnpe pRom the 1/2 

ROCHET PLRflT 


then lob a grenade down the hote to the right. Follow it 
down and shoot the three guards holed up in here, then 
climb up the ladder and dart across to the other side of 
the passage. Kill two more guards, then the one at the 
end of the tunnel, not forgetting the Nazi in the left-hand 
room. IB-3 Shoot the next two soldiers from the safety 
of the gantry, then drop down and battle your way 
through to the scientist’s enclave. There’s a warehouse 
to beat your way through, then the next tunnel which is 
dark, so watch out for the gunner hidden at the end. 
Follow this passage round to another warehouse and 
check out the tunnel leading off to the left, where you’ll 
see the blast doors and the way out. Then carry on down 
into the scientists’ pit — the VI target list is in the room 
at the end of this section. ER-31 Follow the tunnel round 
to locate the blast control system. Shoot the two scien¬ 
tist types here, then battle back to the blast doors, leap 
the tunnel and get ready to shoot. It’s very important 
that you stay on the ledge and pick off the Nazis as they 
try to reach you. W-MJ Grenades might help here too... 
Once they’ve been killed, jump into the tunnel and head 
through to the way out. 


b. uencennce productior 


Objectives: Find scientist's roster, acquire V2 
schematics, gain access to guidance lab, sabotage 
gyro guidance system, find launch area 


Knock out the two guards at the start of the level, then 
run round the corner to the long tunnel. Hole up here 
and knock out the three guards which are lying in wait, 
then plough down into the main tunnel bearing right 
into the passageway. This will lead you back to the IB- 
U main tunnel, then left into an enclosed section. C8-2J 


B-2 

P 









Lesson 3 - THE CROSS HRIRS 


Targeting’s fundamental to your success. The best method is to hole up 
somewhere and target guys from a distance. That way you can concentrate on 
aiming quickly and accurately, swinging the target from soldier to soldier. 
Headshots are the most successful and tend to increase your score, with 
more kills for less ammunition. Obviously at close quarters, different 
weaponry is more effective. The shotgun has a wider spread of lead, so use 
that in the confines of a fort or cave. Outside use the rifle for accuracy, but the 
sniper rifle is most effective. Occasionally, when zooming in on a target run¬ 
ning towards you, you can let off a shot before the target is in site. 


88 I officialplaystationmagazine 



















notuornes 


% 

% 

m 


>>>>>>>>>>>>>>>>>>>>>>>>> 



LESSOH M - THE BRZOOKR DODGE 


The most invaluable skill you can learn, and inherently tied in with the 
strafe. The trick is in knowing when to make the dodge. First off 
you’re going to want to get a shot in, targeting any soldier that looks 
like they’re about to bend down on one knee. These guys suggest 
that a bazooka attack is imminent. If you should happen to miss, 
strafe quickly out of the line of fire. You’ll actually see the missile 
heading your way, a burst of flames, and it’ll rush past. Get in anoth¬ 
er couple of shots, then strafe quickly again. Eventually you’ll man¬ 
age to hit the little critter. 


Grab the scientist’s roster from the room on the left, 
then head out to the IB-3] main tunnel and the right- 
hand passageway. It gets a little tense at this point, so 
ready your weapon and wait for a barrage of troops to 
come flying through both of the doors up ahead. Hold 
your ground and switch from passage to passage 
knocking out each soldier, then head through into the 
warehouse and IB-M1 grab the V2 schematics from the 
table in the next room. There are snipers on the cat- 
walk above which you’ll need to keep an eye out for. 
Climb up and continue into the next passageway. 
There are a couple of scientists here who you need to 
kill, then burst through into the room behind the heavy 
door where you’ll IB-51 find the gyro to sabotage. From 
the main tunnel, IB-61 bear right to the launch site and 
the final level. 

C. flOTTSBDRimnBBUnB 

Objective: Launch sabotaged U2 

There’s an easy way and a hard way to complete the 
game. The hard way is to take control of that gun 
emplacement at the right-hand end of the tunnel and 
IC-U shoot the sea of soldiers that come pouring out of 
the crevice in the cliff opposite. Sadly, the sheer IC-21 
amount of weaponry bearing down on you makes your 


chances of survival slim. Instead dash over to the 
said crevice, shoot out the few soldiers hiding by the 
crates and you should be able to hole up here and take 
out any that remain on the level. IC-31 Is this a mistake 
in the game? In all probability, yes. Makes life far too 
easy for the conclusion of such an epic. Anyway, once 
you’re by the crates, blow them up until you’ve opened 
up a route through to the test site below. Then hop 
down the cliff and take out the few soldiers who are 
standing guard. Watch out for the couple of soldiers 
hidden in the little tunnel to the left, then make your 
way right to the bomb shelter. IC-M1 Lob a grenade in 
the hole in the top to take out any scientists below, 
then jump down and trigger the missile. tC-51 Job donej 
mission, and indeed game, over... 
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Resident Evil 3 

flemesis 


Steve Polak has walked where others have 
feared to tread and brought us part one of 
the Resident Bui I 3 flemesis walk-through. 



We all love this new addition to the brilliant Resident 
Evil senes. However, finishing the game is an even big¬ 
ger challenge then before as there are more zombies, 
more choices and puzzles, and then there is that mat¬ 
ter of Nemesis, the evil creature you can’t even kill 
with your weapons. 

Along with this Resi instalment being bigger, badder 
and having more zombies, you also have new weapon¬ 
ry and new moves, which help to even up the balance. 

Before you throw yourself wholeheartedly into the 
slaughter, here are a few tips to make your life easier. 

1. Targeting and firing efficiently is very important. 
Use the R2 button to auto lock onto the enemy, so that 
you aren’t wasting ammunition. Also reload manually 
so you are never without a full payload. Conserve 
ammunition, running is sometimes better than fight¬ 
ing. Also use your 180-degree spin move often to pre¬ 
vent zombies from sneaking up behind you. This move 
is also essential to a quick getaway. 



2. Nemesis never enters save rooms, so go t 
them and hide (you coward!). 

3. When looking about rooms, items you 
can pick up often sparkle, which makes 
them easier to find. 

4. You must become good at chemistry, 
combining different sorts of gunpowder to 
make special ammunition. Some tools are 
also combined if you are to solve puzzles. 

5. There are different endings, as well as many dif¬ 
ferent paths to this game. You are rewarded with ‘bet¬ 
ter’ endings if you clock a quick time through the 
whole game (the clock keeps ticking when you use 
pause too!), so run and try to keep things moving as 
quickly as possible. 

6. Using the action key early before you get to a 
door or when groping about levels for pick-ups is also 
a good idea. Basically hammering on this button will 
(most of the time) reveal surprises, save you time in 
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reaching doors, and sometimes get you out of scraps 
with zombies close on your heels. 

7. Finally, even though this sounds terribly obvious, 
SAVE AS OFTEN AS YOU CAN! There is nothing worse 
than getting through a hard bit, getting trashed and 
having to go back and do it all again, simply because 
you were too slack and didn’t save your game. 


the BEGinninG 


After an intro sequence, which sees you running from 
the zombies and stumbling into a warehouse, the 
game begins in earnest. You will find a first aid spray 
near some oil drums, and around the corner handgun 
bullets - grab them (you’ll need ’em). Take the right of 
the two doors on the scaffold, enter the office, and 
grab the key to the left door (as well as two measures 
of gunpowder). 

Once you leave the warehouse wander down a 
narrow alley until you come to a *V junction. Then 
turn right and kill a few zombies in front of a dump¬ 
ster. Follow the path further, but be careful, as you 
will come across a door in an area where there are 
wood floorboards and brick walls. Zombies will 
burst through the door and go for you. Some rapid 
firing will get rid of them quickly. Now go through 
the door the zombies opened and you will discover 
another zombie and a can of lighter fluid. Toast one 
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and kill the other. You can grab a shotgun here (oh 
joy!). You will also find some green herbs outside 
the door and around the corridor from this area 
(health gunja!). 

Now head left (you will be viewed from an overhead 
balcony perspective if you are heading the right way). 
There is a zombie to avoid, so keep running until you 
come to a fire escape. Once you reach it begin climb¬ 
ing and now keep running until you come into a 
square clearing where you see a character (you 
later discover it is fellow cop zombie killer Brad) 
being mauled by three zombies, but just manag¬ 
ing to get away as you enter the area. 

Follow Brad until you see him in the bar. Brad 
then tells you a bit more about the menace you 
will face, and is then quick to blast his zombie 
attacker. Brad then runs away. Make sure you 
pick up the lighter and then combine it with the 
lighter fluid. Also grab the handgun bullets from 
the cash register and the clock tower postcard, 
and leave through the door you came in. 

You will come to the clearing where you saw the 
three zombies. They are now gone, but a typewriter 
ribbon can be found in the trash. You will now come 
to a *Y* shaped fork in the paths. Turn left and con¬ 
tinue down this alleyway until you come to a door, 
and turn left again. Here you will hear a banging noise 
and be confronted by a bunch of zombies behind a 
gate. They knock the gate down, but if you are quick 
you can toast them very efficiently by shooting a bar¬ 
rel handily sitting near the advancing horde. The barrel 
explodes, taking all of the zombies with it. If you don’t 
shoot the barrel quick enough you can gun down the 
zombie easily, but using the barrel option saves 
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boss, Nemesis. This introduces a new play element. 
From time to time you will be confronted by Nemesis 
(or another urgent situation), and have to quickly 
make a decision about your next move. The game 
slows down, there is a heartbeat sound (to add to the 
tension) and you must pick one of two alternatives 
(displayed on the screen as text). There is no wrong 
choice, as neither of the two options in this instance 
(or later in the game) will see you get killed. However, 
usually one of the choices is better in terms of making 
the game easier to complete. 

In this confrontation you have to choose whether to 
fight or run. Funnily enough the ‘fight’ option is the 
better choice, although all you really do is then run 
past Nemesis to the door of the RPD. Don’t waste your 
ammo on Nemesis; he can’t be killed at this point in 
the game. Make sure you grab Brad’s ID though, as 
you’ll need it inside the building. 

You’ll now find yourself where the gameplay took 
place in the previous game in the series, and it is cer¬ 
tainly good to revisit the RPD. However, this is no time 
for sightseeing. 

Head for the computer terminal in the main hall. Log 
on and you will be given a password (remember this 
for later). There is only one door you can open in the 
area. Take it and get ready for some zombie blasting. 
Go though this room and head for the door at the other 
end of it. This takes you to a locker room where you 
can use the password to open a locker and gain a 
(emblem) key to the S.T.A.R.S. office (as well as a blue 
gem). Now keep going through the next logical door, 
blasting zombies as you find them. 

Go to the small room under the stairwell; you can 
save here, and you might also want to store some of 
the items you are carrying, like the blue gem, and 
maybe one of the herbs (if you haven’t used them yet). 
You will also find some gunpowder here. 


you ammunition (something you must always be on 
the lookout for). 

RRCOOn POLICE DEPRRTmenT 


You will come to a gate on your left. It is held shut by 
some oil-soaked rope. Time for your lighter! Burn the 
ropes and you can enter. Get ready for trouble though, 
as zombie dogs will soon attack you. Use the shotgun 
on these and don’t let them attack you from oppo¬ 
site sides. You will now come to a storeroom. Save 
the game and grab the gunpowder you find there. 
Now leave the storeroom and head left. You will 
come to a street scene, and as you follow it around 
to the left you will find that you’re in familiar territory 
(if you played Resident Evil 2), as you are standing out¬ 
side the Racoon Police Department (RPD) building. 

Open the gate and get ready for a great animation 
that sees Brad being belted big time by the game’s big 
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RBUISITIflQ S.T.R.R.S. 


Go upstairs, being careful of the fat zombie at the top, 
and go down the corridor to the S.T.A.R.S. office. The 
emblem key opens this door. In here you will find 
some ammunition, a first aid spray, a lock pick and a 
grenade gun (the last item being in a cabinet). As you 
get ready to leave, the radio will also activate and pro¬ 
vide a useful message - Nemesis is inside the RPD 
and on the prowl! 

Leave the room and go downstairs, but get ready 
for a fright, as Nemesis and some zombies will leap 
out at you - we won’t tell you when, just to keep 
some sense of suspense. Just get out of the RPD as 
quickly as possible! Run straight ahead after you 
pass the bookstore until you see some fire in your 
way. Go left and grab the ammo and the mercenary 
diary on the dead body you come across. Go through 
the next door and veer to the left again. You’ll find 
some blue herbs, and then go through the gate in 
front of you. Blast the zombie mutts you come 
across. Take the next doorway on the right. 

You are now in an undercover car park, with more 
dogs to kill. Take the power cable from the car (see the 
sparks) and grab the herbs by the office door. Once in 
the office grab the bullets and save the game. 

Leave via the next logical door, and fight some more 
canine zombies (where is the dogcatcher when you 
need him!) and you will pass through a door and enter 
a building site area. Look to your right and you’ll find 
an incredibly useful map of downtown. 


SP»PBR THlflQiBS— RBRRQH1 

Get set, as you are about to face a new beast. A Drain 
Demon will drop near you. Blast it fast, and watch out 


for its fast jumping attack. There is another one of 
these around the corner, but you can pick it off more 
easily from a distance. Go up the white stairs, and ran¬ 
sack the body near them for some more ammo. Head 
back the way you came. 

Now you will come to a T intersection. If you go 
left you get on another gameplay path (which, due to 
space constraints, isn’t covered), but if you want to get 
through the game without thinking too hard, go right 
and read on. 


TRBLB FOR TIUO? 

The first thing you’ll see is an unidentified person 
(Carlos) running off into the distance; follow him to the 
restaurant. Have a look around here and you will find 
a safe in the kitchen. Time to use your trusty lock pick. 
Here you will get a crowbar, which you can use to open 
a manhole near the sink: you will find Carlos from the 
mercenary team, and immediately after chatting to 
him, Nemesis bursts in on you again and it is time for 
another stressful snap decision. 

You can either run into the basement or hide in the 
kitchen. If you are a fan of fireworks, go to the kitchen 
where you will ignite a firebomb (using the lighter near 
a convenient gas leak). This blows Nemesis to hell (so 
you hope). He isn’t moving, but he doesn’t look dead. 
Best grab the Eagle gun parts on him. 

(Note: If you take the other option and hide in the 
basement, sneak out the ventilation grill, but you 
won’t get the gun part). 

Now outside the restaurant, set off after Carlos. 
Find an alley with a door; go through it and you 
have found another save point. Nemesis will also be 
lurking around. Make sure you have the blue gem at 
this point too. 
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you, but thankfully there is another exploding item you 
can use to kill many with little ammunition use. Inside 
the train you will notice that the controls don’t work. 
Time to gather a few new items, but first you must deal 
with the less than nice sergeant Nicholai. Make sure 
you grab the spanner in here too. 

Carlos is a decent chap and he gives you a new util¬ 
ity belt that lets you carry more items. Head back to 
the City Hall gate and kill the zombies that await you. 

Head to the right at the next intersection and you 
will be in a clearing with a statue. Push a button on the 
statue and you will be able to get the bronze book. 
Now it’s off to the ingenious water trap. We want the 
bronze compass, but if you grab it you cannot move as 
you are surrounded by deadly electrified water. 
Instead use the bronze book and place it in a cavity in 
the wall next to the source of the right waterspout. The 
compass can now be taken easily (clever, eh?). Now 
head back to the statue, avoiding quite a few nasties 
on the way, and put the compass in the statue’s hands. 
You will get the battery. 

Head back to the building site where the Drain 
Demio tried to jump you (there are more of ’em here 
too). Use the battery to get the lift working. Go down, 
find a heap of zombies and kill ’em all. There is some 
more ammo on corpses here. Next go and turn on the 
power at the console at the end of the area. 


POUJ6R PUZZLE Time 


You must open some electric doors using a console. 
This puzzle is a straightforward one but if you need it 
the code is red, red, red, blue. However, zombies will 
swamp you, but you can increase the power output 
and fry the buggers (the best choice). Now go back to 
the transformer room and set the voltage to 25 by 
using the sequence red, red, blue, blue. The system is 
reasonably easy to work out. The red switches 
advance the voltage by increments of 15 - you will 
notice the lx, 2x, 3x, 4x multiples that tell you how 
much 15 is multiplied by. The blue switches have the 
opposite effect and reduce the voltage by multiples of 


CITV HALL 


Climb over a small fence and you have entered the rail¬ 
way station. Again, before long, zombies will attack 


Exit the room and head for the City Hall game (it is 
locked). Put the blue gem in the clock next to the gate. 
Now you notice you need another gem. Off we go! 
Head back, turn right, and you’ll be at the Press build¬ 
ing (time to get even with those PlayStation writers for 
their cushy lifestyle, eh?). Enter with gun cocked. You 
will need to use the stool you see to reach the switch 
that activates one of the inner doors. Make it so. 
There is also a first aid spray at the reception 
counter. 

Run up the stairs to the next level and keep your 
wits about you (another surprise lurking in the 
shadows perhaps?). The next room you come across is 
an office on the right. Here you will find the green gem 
and a few zombies. Shoot one and grab the other. 
Head back to City Hall, but beware: Nemesis is in a 
grumpy mood and lurking nearby. Open the gate with 
the gems and it is time to explore a new area behind 
the council chambers. 

Well, the action is certainly hotting up, but how are 
you ever going to beat this Nemesis abomination? 

Okay, you are in the City Hall area. Take a walk until 
you come to an intersection. Head right and start nuk¬ 
ing zombies! There are also some herbs nearby if you 
need a natural remedy for what ails you. You will pass 
through another door and be best by zombie dogs 
from all sides. Time for a little more ‘shotty’ action. 
Thankfully there are also some shells on a body near¬ 
by, so you can replenish your supply. 


mORE fYlERCEflRRIES! 
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10. Now grab the fuse you see on the shelf in the sec¬ 
ond control room (after you have solved the second 
voltage puzzle). 

Time to head back to the fire hose you saw earlier 
near the construction area. Grab it (and try not to get 
killed along the way, please). Put out the flames in the 
corridor nearby, thereby opening up a new passage. 

In the construction area you’ll see a handle, and 
after you dispatch a Drain Demio you can easily get it. 
You’ll then come across Nicholai again. Grab the fax 
(which explains how the zombie virus can be cured) in 
the office, and there is also a first aid spray if you need 
it. Nearby there is a computer, which you will need to 
use (with a password - in this case it was Safsprin). 
This can be found by watching a video with a remote 
control. 

Once you enter the storeroom there is some gun¬ 
powder and an important oil additive. Get the hell out of 
there, avoiding Nemesis, and a whole lot of zombies! 
Head back to the junction near the inside of the City Hall 
gate, and make your way to the garage. You will actual¬ 
ly not get as far as you’d like as the floor collapses! This 
prompts you to make another quick decision. You can 
either climb up out of the hole, or jump off and land 
below. Falling only leads to unnecessary combat, so 


\ X 



climb up and head to the garage office (been here 
before?). Now is probably a good time to save and move 
some of your items in and out of your inventory too. 

Grab the fuse and the power cable and use them in 
the fuse box in the train. Look for the service station, 
and use the crank you picked up a while ago to open 
the door; you will also need to use the spanner as the 
damn crank breaks. Once inside clear the area of use¬ 
ful objects and open the electronic lock behind the 
counter. This is another puzzle, and you must turn the 
red letter green. This can be done by randomly hitting 
buttons and isn’t too hard. Now you get access to the 
machine oil, which you can combine with the oil addi¬ 
tive. Get ready to run, as a spark ignites the place and 
it blows up big time. 


Sprint to the trolley as quickly as you can. Nemesis will 
try to stop you by charging head-on at you. You might 
cop a bit of a whacking here if you aren’t careful. 
Unfortunately, again the ground collapses below you, 
and you must activate a switch that lowers a ladder. Be 
quick, as a GraveDigger worm is heading straight for 
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you! Don’t fight the worm, just climb up 
the ladder and leave it to sook down 
below. You may have to lure it away 
from the ladder if it is following too 
closely. 

Climb out of the depths just 
near the train, and it is time to 
fire it up. Carlos meets you here 
and gives you some rather 
helpful flammable ammu¬ 
nition. 

Now fire up the train 
and get ready to escape 
the horrors of Racoon 
City. 

Note: This is not/ 
the end of your jour-1 
ney (though, you are 
about halfway f 
there). Next month 
there is more hor¬ 
ror in store when 
we present part 
two of this 
walk-through. 









any questions? 
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Getting your arse tuhipped in Hnockout Hings 2000 or need some neiu civvies in Thrasher: Skate G Destroy ? PSfTl 
is here to help. Lost souls should drop game guru Richie Voung a line at Rny Questions? Official PlayStation 
magazine, PO Boh M089, Sydney PISUJ 1028 or e-mail playstation@acp.com.au. Sorry, but me can't give 

cheats over the phone or reply to letters or e-mail requests individually. 


TOV STORM 2 


P: Hi Richie! I've 
got Toy Story 2 and 
I'm stuck. How do I gat 
the token? 

Smma-Jagne, U/c 

R: Buzz’s mission is to travel 
across town, hoping to gain 
enough Pizza Planet tokens to 
gain entrance to its hallowed 
fast food portals. One of these 
tricky little items is hidden 
somewhere in the Back Alley 
area of Andy’s neighbourhood. 
Once our plastic pal has col¬ 
lected the first two soldiers he 
must bypass RC, as he will 
need to find the rocket boots 
hidden on a later level to win 
the race against him. Instead, 
climb up on the tyre swing, 
then use this to reach the rope. 
Now pull yourself up and leap 
on to the patches of leaves 
around the trunk, gradually 
ascending until you reach the 
third of the plastic combatants. 
The seesaw presents the next 
object to bypass so start by 
heading down to the far end to 
tilt it the correct way. Quickly 
run to the top and leap onto 
the pole before the plank starts 
to swing downwards. From 
here, vault on to the branch 
and hold down Forward the 
entire time to try and gain the 
extra distance. Now Buzz 


should be 
able to com¬ 
plete this sec¬ 
tion. To infinity and the top of 
the tree! 


O: Richie, I desperately 
need some help! Every 
time I play Hnochout 
Hings 2000 I get the 
absolute tripe belted 
out of me. Ulhether I'm 
playing against the 
computer, my dad or my 
cousins, I get uialloped! 
Houj can I roll uiith the 
punches and swing 'em 
like a champ? 

Rian Cale, UJR 

R: So, your fighter’s figure is 
more akin to the slobbish Jake 
La Motta of the closing stages 
of Raging Bull, rather than the 
trim figure from the opening? 

Is a career in panto looking 
more likely than a successful 
attempt at the world title? 

Don’t worry, if anyone can 
whip you into shape PSM can, 


_ and we have a better 

I plan than just skipping. 
Try taking our advice 
and remember to take 
out your gum shield before 
those post fight inter¬ 
views. When a fight is starting 
to get away from you and your 
energy’s disappearing at an 
alarming rate, go into a clinch 
with your opponent. Hopefully 
it will enable you to get in a 
few hits and give you a 
moment to catch your breath 
and regain some energy. It 
also presents the ideal oppor¬ 
tunity to punch below the belt. 
You’re able to get away with 
two illegal moves per bout and 
nothing saps strength like a 
kidney punch or a headbutt. 

DIR HARD TRILOGM 

O: I know Dio Hard 
Trilogy 2 is out soon, 
but I still can't get 
enough of the original. I 
know there are heaps 
of cheats (I already 
have soma), but could 
you please provide 
some more? 

George Laurence, Old 

R: Your wish is our command! 
Pause the game, hold R2 and 
key in these combinations to 
make life extremely interesting. 

Die Hard 

God mode: t, 4>, ■ 

50 grenades and 5 bullets: -4, 

■, *,# 

Fat mode: -4, ■, ■, 4 
Villains float upwards when 
shot: 4-, ■, A, 

Plants scream when shot: • 

#, ■, ■, -4 

Skeleton mode: 10 x ▲, 4 x -4 


Silly mode: i, •, •, i, ▲, i 
Unlimited shotgun ammo: 4, 

t, i, i,l,-4 
Die Harder 

Skeleton mode: i, ■, A, i 
Lots of ammo: 4, ■, 4- % 

A, 4 

Fat mode: 4-, ▲, -4, 4 

Die Hard: With A Vengeance 

Car floats in air: -4, ■, 4- A 

X, ■, 4 

Slow motion: t,4-, 

Sky cam mode: •, -4, 4 ■ 

A, 4- 

Very slow motion: •, i 

Fuzzy dice in car: -4, #, 4- 4- 

■. 4 

Infinite lives: t, 


ill 


STROM 

Q: Hey y'all H-Dogs out 
there... I wanna be 
knowing how to get 
more threads for me 
main fly-dudes in 
Thrasher . Rich my man, 
any tips? 

The Scabulator, address 
not supplied 

R: Err, okay. Anyone else out 
there bored of that dull deck 
design? Not managed to get 
yourself sponsored by Alien J 

Workshop or Santa Cruz yet? (3 
Try entering any of the follow- ^ 
ing on the name screen for a 
radical new board design: 

toddland vinced 

marduk peelima 


somber 

thrillho 

bytor 

cj 

misterdna 

brimstone 

embryo 

houser 

zaxis 

white 


porkboy 

feritof 

torkos 

cecil 

zonk 

egg 

fetus 

rockstar 

secretbaby 

zontar 


Or, if you’re fed up with your 
character’s entire outfit and feel 
like tearing up the streets in 
something a little less conven¬ 
tional, give this one a try. 
Choose the character Roach 
(without hat) and 
then enter your 
name as 
beesuitguy. 

Again this 
offers no 
advantage 
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fl: A quickie for you Babycakes? Any time... When the swing is 
singular, the task is simple enough. Jump for the vine as normal, 
holding down Action to clutch the rope. Descend to the bottom of 
the rope by pressing 4> - as long as you hold down # she will 
maintain her grip on the vine. Hold down R2 (the Sprint button) in 
conjunction with t and 4* to build up momentum on the rope. 
Once the swing is at its maximum, stab Jump to launch Lara safe¬ 
ly on to the distant platform. But when the ropes are multiple the 
challenge increases ten-fold. The problem comes with lining up 
your leap from the first line to the last. Firstly ensure that any lat¬ 
eral motion has declined while waiting for the swing to stop. 

Start to turn towards the next rope but use the Look function to 

check that the camera is not telling 

you lies about your position. With 

another hefty swing, an amazing 

leap and a certain degree of luck, 

the final rope should now be in 

her grasp. If you find that the **mW 

swing seems to consis- 

tently pitch V 

you off to the X*| 

side, try to compensate | ' JmKjk mm- 

with a small alteration ' ^jgw* 

in the angle of the initial 

swing, but be careful because ^ 

the slightest adjustments will be 

magnified by motion. Now you can 

swing with the best of’em. 

Look after yourself now, 
y’hear! 


* ■ 1 
i 1 


a-go-go. Sadly, the “open all 
levels” cheat everyone’s after 
isn’t in the game proper, but 
here are a few codes that 
might help you out. 

Fancy full stats on your 
boarder? Hold down LI and 
press K. ■. ■, ▲, t, 4>. 

Flick the special moves 
mode on again by holding 
down LI and punching in M, 

▲ • t. 4',-* 


f^RCER 


0: ITIy friend's brother 
said that you can race 
against a bird in Ridge 
Racer Type R but ha 
has never seen it. Ule 
have never seen it 
either, so is it true? 
Justin (Danse 11, Q!d 


fl: Believe it or not, it is! To 
test your racing skills against 
the feathered adversary, when 
you reach the seventh track of 
the Grand Prix mode called 
Heaven and Hell, press the fol¬ 
lowing combination of buttons 
during the countdown voice¬ 
over: 


winged demon, Tiamat. The 
great weakness of this boss is 
his limited number of attacks. 
The Dark Flare may do 4000 
Hit Points worth of damage, 
but it is Tiamat’s only true 
attack and it takes ages to pre¬ 
pare. So to defeat him, speed 
must be of the essence. Once 
the conflict is joined, cast Shell 
to minimise his weapon’s 
power and use Haste to speed 
up those characters that don’t 
already have the ability to 
Auto-Haste. Summoning the 
Guardian Force Doomtrain will 
start to weaken his strong 
defences, which then can be 
further eroded through use of 
the Meltdown-Aura- 
Renzokuken combination, but 
make sure that you avoid 
using fire, thunder or wind 
attacks. Before Tiamat departs 
take the opportunity to draw 
Flare and Eden from the mon¬ 
ster as you will need these 
when you come face to face 
with Ultemica in just a few 
moments time. EE 


Most regular call this month? 
“Got any more cheats for 
Tony Hawk's Skateboarding ?’ 
A cracking game indeed, 
quite literally when you 
check out some of the spec¬ 
tacular falls we’ve been mak¬ 
ing in the office. Compound 
fractures and spitting teeth 


'US' 

push ■, •. 


TOmB RHIDER: 

THE LRST REUELRTIOR 


whatsoever other than that 
your action replays will now 
look ridiculous. 


■>, ■>. When you begin 
your race you will see an eagle 
fly above your head. The eagle 
follows the track from start to 
finish, and you can follow it if 
you can keep up. The eagle is 
very difficult to chase as it has 
a lap time between 
lmin:12sec and lmin:13sec. 
Unfortunately the eagle will 
not appear on the replay. 

PHKVtlSV UNI 


0: Can you please help 
me get past Tiamat in 
Pinal Fantasy VIII? 
This is my biggest 
problem in my bast 
game and l*m starting 
to go a bit la la, if you 
know uuhat I mean... 

(Tlrs TTlcCann, DSLU 


R: Just before the final con¬ 
frontation with Ultemica 
there is one more battle to 
test your party. Concealed in 
the clock tower is the 


If you like a laugh, try out 
Big Head mode, 
although the laff value is 
wearing a little 
thin these days. ^ 

Hold LI and 


Q; Rny chance of a quickie? I just want to know 
how I can get Lara to swing properly. Rll the 
levels with ropes and vines are pretty testy you 
know! 

Babycakes, uia e-mail 






SPORTED! 

jfl&sBQg&sa 

$SS&2*f SPORTS LRTEST! 


PinvsTRTion! 


VOUCRnOETHS 

SPORT'OGGOOO 

UQUR ORERIRS - 
pino oui Hooi 


1U _ST WS®- 


sale noui! 


BUERV 
PLRVSTRTIOI) 
SPORTS 
GRIRE EUBR. 
REUIBUIED 
ROD RATED! 


Great Sfwrts Btanos! 


Play the sportiest PlayStation demos ever on this exclusive free disc - including: 

ACinfl KOURfllHOUA'S SfTlASH COURT TEDdlS • TOdY HAWK'S SHATEBOARDinG • FIFA 2000 • ISS PRO 98 
•JOCIAH Lomu RUGBY • VICTORY BOHIOG 2 • ACTUA ICE HOCKEY 2 • THIS IS SOCCER - RLL PLRVRBL8I 


FREE! 1B-PRGB TIPS SUPPLEIREflT 

PLUS! THE BEST PLRVSTRTIOfl SPORTS GRfllES COmiOG VOUR UIRV THIS SUfTlfllER 

• 16 PAGES OP GREAT SPORTS GUIDES ROD TIPS • SHR06 lilRRflE 8 SHRflE CRRUJPORD TALK PSH 

• THE PLRVSTRTIOfl OLVfllPICS • REUIBUIS OP THE BEST SPORTS GRIRES CURREflTLV RURILRBLE 
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it should be a game 


Think you can do battar than the professionals? Then sand your ideas for PlayStation games to us. 


IDe'll print the best and send a real PlayStation game to the tuinner. Send your entries (tuhich must 
have a front cover design) to: It Should Be A Game, PSfTl, GPO Boh 4089, Sydney flSlU 1028. 


the name op 
the Game 


n 


Escape Goat is a comical 
and satirical look at a life 
of crime. It was sent in by 
Wayne Bell (Vic) who has 
picked up a copy of Driver 
from GT Interactive. 




Natalie Frey (SA) sent in 
her excellent game con¬ 
cept called Subway 
Snatch. 


The Matrix was sent in 
by David Langmaid of 
Victoria. So what is the 
Matrix, you ask? Read 




Mick Doohan Motorcycle 
Rider is Patrick 
Costigan’s (NSW) 
speedy idea. 


Babe is another movie- 
to-game conversion that 
has been sent in by Alex 
Wood from NSW. 


THE Rim OF 
THSGfime 


You play as a goat 
named, err, Escape Goat. 
You have been locked up 
for a bank robbery that 
you didn’t commit after 
being framed by your 
archenemy, Dirty Rat. 

You must escape, prove 
your innocence and put 
Dirty Rat behind bars. 


Ronald McDonald is on a 
quest to gain world 
domination and is hell¬ 
bent on destroying every 
single Subway outlet in 
the world. For the sake 
of the world, you must 
stop Ronald. 


This, of course, would 
be a game based on the 
movie. So playing as 
Neo, your job is to 
destroy the Matrix itself 
and make people see 
the world that they are 
living in as it really is. 
Ooh, deep stuff! 


The aim of the game is 
to become the world 
500cc-motorcycle 
champion. You’ll be 
competing in an entire 
season to do this, or you 
can have a two-player 
match-up against one of 
your mates. 


The aim here is to get 
through 12 levels with¬ 
out being shot by 
Farmer Hoggett, eaten 
by wild dogs, clawed by 
the cat or cooked for 
Christmas. Sounds 
testing! 


Each aspect in Escape 
Goat requires different 
gameplay, including 
breaking out from jail, 
brandishing tools and 
weapons, driving a 
‘borrowed’ car during a 
getaway, finding food 
and a disguise, and 
busting into Dirty Rat’s 
hideout! 


This game would be a 
third-person shooter 
that would also require 
the use of stealth and 
strategy. In one particu¬ 
lar level you have to 
sneak into a McDonald’s 
store without being 
spotted, plant a bomb 
and get the hell outta 
there! 


David doesn’t state what 
kind of game this would 
be, but simply tells us 
that you learn martial 
arts and the rules of the 
Matrix. The movie’s plot 
makes sure that one 
thing is for certain-this 
game would be about 
survival. 


As you finish races and 
break lap records you’ll 
unlock further riders and 
international tracks. 
Many other 500cc stars 
would appear but Mick, 
one of Australia’s best- 
ever champions, is the 
feature rider. 


All of the levels are 
based around the 
Hoggett farm where 
you’ll need to search the 
area for tokens. The 
tokens will allow you to 
proceed to the final 
level, where you’ll be 
competing in the sheep 
dog trial! 


Escape Goat contains all 
the variety and humour 
needed for an entertain¬ 
ing game. You’ll be dead 
keen to get back at your 
foe Dirty Rat while still 
being able to have a 
good giggle at every¬ 
thing else going on. 
Looks like it’d be great! 
fun. I 


A nice little ‘dig’ at the 
McDonald’s corporate 
empire and it couldn’t 
have been done in a fun¬ 
nier way. If you got past 
the legal mumbo-jumbo 
and avoided any mas¬ 
sive ‘rights’ payouts, 
then you’d be home _ 
and hosed. 


THE PSfD 
VERDICT 


If you saw last month’s 
PSM news, you would 
have read that The 
Matrix may very well 
become a videogame. 
So David isn’t far off the 
mark for a successful 
game but with little 
detail, it’s hard to judge 
what David intended 
for his version. 


We are still awaiting a 
top-notch motorcycle 
sim and Patrick’s game 
could very well have the 
right formula. A game 
engine that incorporates 
real physics and speed 
is a winning forumla. 


Unfortunately Babe 
doesn’t exactly lend 
itself to being a very 
entertaining game. Pigs 
by nature can’t really do 
a great deal. Will Babe 
be able to jump? And 
can Babe talk like he can 
in the movie? Nice cover, 
but probably a little 
monotonous. 
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DUD Reuiems 



Rmerican Pie 

It’s too bad that American Pie ends up leaving you with a 
strange taste in your mouth. For the most part, it’s a hilar¬ 
ious jaunt surrounding the lives of some teenage go-get¬ 
ters. It’s filled with classic scenes, brilliant one-liners and 
a (largely) unknown cast who are all no doubt filed away 
under the ‘next big thing’. To say the least, losing one’s 
virginity is a tad awkward but American Pie attempts to 
add some spice and give it plenty of comic appeal. Where 
it does fall short though, is the barf-inducing concluding 
stages where it gets tainted by dialogue that’s more at 
home in shonky coming-of-age flicks. American Pie was a 
success at the box office and it could have become a true 
classic, but unfortunately the sickening banter between 
some of the ‘all-star American’ characters lets it down. RY 


Price: $ 3M.95 | Rating: IUR15 4 1 Release date: Out now | Extras: Production notes, outtakes, trailer, 


behind-the-scenes. I Uerdict: R fun mouie that 



Carrie 

Back in 1976, Stephen King’s character Carrie was 
introduced to the world in this horror classic. Carrie 
was a fictional character with a real-life phenomenon 
known as telekinesis. Those with telekinesis are able to 
move objects with their minds, and during particularly 
emotional times, all hell can break loose! At a young 
age, Sissy Spacek did an amazing job of portraying 
Carrie, as well as freaking out hoards of moviegoers at 
the time. By today’s style of horror movies though, 
Carrie is not particularly scary but the scenes between 
Carrie and her god-fearing mother can still be ranked 
amongst the most chilling in any movie. Featuring a 
slim John Travolta in his physical prime, older punters 
will appreciate this horror more than anyone else. RY 


Price: $3M.95 | Rating: R18+ 1 Release date: Out nouj I Betras: Original trailer and collectable triuia 


booklet | Uerdic t: Pretty freaky - right up til the credits roll. | 6/1 0 


HARRISON FORD 



Blade Runner: The Director's Cut 

Ridley Scott’s vision of 21st century Los Angeles as it 
was meant to be seen. The Director's Cut omits 
Harrison Ford’s bolted-on voice-over but now includes 
several scenes that were cut from the original. 
Deckard’s task is still to find and kill a handful of 
escaped replicants - the army androids that are almost 
impossible to distinguish from humans. This version is 
closer to Philip K. Dick’s novel Do Androids Dream Of 
Electric Sheep? in that it begs the question as to 
whether or not Deckard is in fact a replicant. Your guess 
is as good as ours. The special effects haven’t dated at 
all and Blade Runner is still one of the most stylish 
science-fiction movies ever made. Go see. JC 



Rush Hour 

The cover blurb boasts “The fastest hands in the East 
versus the biggest mouth in the West” and for once, this 
isn’t far from the truth. Jackie Chan (Detective Inspector 
Lee) exhibits his storytelling and choreography genius 
in this latest offering and his style and comic fight 
sequences have finally been captured in a top-notch 
manner. The special footage of him coordinating a fight 
scene is something to watch out for. Chris Tucker 
(Detective James Carter) is teamed with Jackie as his 
cocky, paradoxical cop partner, and it seems that he 
has taken a leaf out of Eddie Murphy’s school of come¬ 
dy as his mouth yaps on at a million miles an hour. He 


does so though, to great comic effect. Hilarious. RY 


Price: $3M.95 j Rating: fTl j Release date: Out nom [ Geties; Inexp licably none. ^Uerdict; One of the 
best sci-fi films ever made and looking fine on DUD. | 9/10 


Price: $39.95 | Rating : fI115 + | Release date: Out nom | Patras : Deleted scenes, featurette, short film, 
interviews and commentary. J Uerdict Top stuff from two of today's biggest stars. [ 8/10 



Judge Dredd 

Judge Dredd is set in a future where lawyers are non-exis¬ 
tent. The law is upheld by heavily armed lawmen who are 
judge, jury and executioner. Judge Dredd (Sylvester 
Stallone) is the most feared of these, with an untarnished 
reputation. That is until his disgruntled brother Ricco 
(Armand Assante) frames him for murder and Dredd is 
sentenced to life in prison. The film’s special effects are 
incredible: there's little doubt most of the $90 million 
budget was spent on the endless destruction of set after 
set. But hey, isn't that what everyone pays to see these 
days anyway? MW 




Ta«i Driver 

Taxi Driver is arguably the best Scorsese/De Niro collab¬ 
oration of them all. The film tells of a taxi driver’s descent 
into madness. Played by De Niro, he takes it upon him¬ 
self to clean the city of the scum and the filth that he sees 
around him. What follows is some of the most brutal cin¬ 
ema ever made. There are brilliant performances from De 
Niro and a young Jodie Foster as a 13-year-old prostitute, 
but the real star of the movie is Bernard Herrmann’s 
haunting jazz soundtrack, which elegantly illustrates the 


seedy, cancer-ridden New York of the film. A darkly beau¬ 
tiful piece, Taxi Driver is a work of rare poetry. NJ 



Price: $3 M .95 | Rating: ff] 15 + 1 Release date: Put now | Sntra.s Scene menu, trailer, biographies, audio 
options. | Uerdict An other cloned '90s futuristic action flick. Get it for the special effects j 8/10 


Price: $3M.95 j Rating: R18+ j Release date: Put now | Entras: Documentary, photos, original 
screenplay, storyboard, trailer, filmographie s, j Ue rdict: Talkin' to me ? 1 10/10 
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International Chindogu Society 


With the release of Muppet RaceMania, we decided to take a trip down 
memory lane and visit the Moppets. While they still command plenty of 
attention, the Moppets were huge in the 1980s. They took puppetry to an 
entirely new level and their Web site is equally impressive. 


ujmui.henson.com! 


The very genius who brought the Muppets to the world has his own Web site. 
Jim Henson is also responsible for other excellent projects like Farscape and 
some cool fantasy blockbusters. Great fun to explore. 


The Japanese word ‘chindogu’ literally translates into English as 'weird tool.’ 
This site is dedicated to all useless inventions that have spawned from our 
regional neighbours. Luckily, the Japanese were also the smarties that 
invented cool stuff like the PlayStation. So, head over here to see some of 
the failures on the way. 


ujtuui.ffonline.com! 


This site is a must-see for any Final Fantasy fans out there (and m know 
that there are thousands of you! - Ed). The best RPG ever released is still 
growing in popularity and this site provides all the information you’ll ever 
need on this amazing series. 


The original Driver from Reflections introduced many of us to the world of 
American muscle cars. The cars handled realistically and had many gamers 
firmly addicted. Driver 2 is set to bring more of the same funkiness. This site 
has all the low-down and links for some real life America muscle-machines. 


iw'mnm 


tuuiUj.turestlina-Qames.comi 


Fans of wrestling games should pop over to this site for the chance to meet 
other gainers with a beefcake fetish and for all the information you could 
ever want on wrestling games. An interesting one if you're into that kind of 
thing. 


flet Sites 


Every month Official PlayStation magazine mill bring you the finest sites on the Internet. We'll 
happily spend endless hours scouring the lUeb high and lorn for the best gaming sites for you, 
just to saue you from racking up mammoth phone bills. Rren't tue nice? Happy surfing! 


OFFICIAL mUPPETS UiEB SITE 


Jim Henson 


useless jRPRnese muenTions ! 

http://info.pitt.edu/ #, ctnst3/chindogu.html 


RmsRicnn itiuscls crrs I 

mujajgeocities.com/ITIotorCity/Speeduj3y/8Q66/ 


CD Reuiews 


&%f &2000 

Mixed by Judge Jules 


Oasis 

Standing on the Shoulder of Giants 


Oasis Tbe Mane Lads rawk out once again. 

I fn-„ n i Q Clattering drums, film samples, twanging 

eroruiants Duane Eddy gujtar> thunderous stevje 

(Big Brother) winwood-styie keyboards. Great. That’s 
exactly what you’d want from a new Oasis 
album. Derivative, yes. But also passion¬ 
ate and interesting. The first few tracks, 

E m including Go Let It Out, are all that, but 

min from there it all slides away (ahem). The 

s Beatles Influence has gone from being a 
nod of the head, to an all out head-butt. 
Liam has a crack at penning the ditty, 
^ . ‘ Little James, for Patsy’s nipper, and Noel’s 

fC y-- I idiot savant lyrics return to form (“I can 

. see a liar/Sitting by the fire”). Uninspired, 
11 ■* ~ lazy, dull. DM 


Ugly Duckling off their own bat * hip-hoppers Ugly 
n l m j Duckling are far more ‘straight up’ than 
BSi any posers who parade under other 

(Bad magic) facades. Fresh Mode is their take on hip- 
hop as it should be. It’s a step back (to hip- 
hop’s original roots) and a step forward at 
the same time. Fresh Mode is more about 
Ugly Duckling rappers Andycat, Dizzy and 
Young Einstein getting funky and using 
melody than pumping out more militant- 
style hip-hop that dominated most of the 
’90s. There are heaps of wicked bass beats 
and rhymes pulled straight from left field to 
have you relaxed and kicking back. Great 
for the most part, but slightly repetitive at 
the end of the day. RY 
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COP THRT! 


_____ mmm.poltcehumor.com 

Outrunning the cops in racing games has been a fairly recent and entertain¬ 
ing addition to the gaming world. This site has real-life stories and photos 
from police departments from all around the world. With heaps of links, this 
site is an excellent starting point for this type of humour. 


UJRESTLE fTlRnifl 


•Sfiiftii. 
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Clubber's Guide To...2000 
((dined by Judge Jules] 
(ministry of Sound) 


Ministry Of Sound has just recently set up an 
office in Australia. No doubt it will be looking 
at signing up some local talent... Well if this 
DJ mix CD is any indication, it could do with 
someone who has a bit of talent. I’ll try to be 
positive here, though. Track one, Junior Jack, 
Is not a bad track with an Armand Van Holden 
flavour, but things go downhill from there. 
One track is even structured with samples of 
a mobile phone! It’s not a compilation about 
music. It’s a compilation about ego. With so 
many compilation CDs out there, it wouldn’t 
be difficult to find better. Regardless, it’s sure 
to be played in booming mobile systems 
down Oxford Street. KF 


The Uirgin Suicides 

(Source/Uirgin) 
The Virgin Suicides 


Moon Safari part deux, this is not. Nowhere 
near in fact. Rather, it’s a soundtrack to 
Sofia Coppola’s (daughter of Francis 
Ford...) new film, The Virgin Suicides . This 
time, the French duo favour subdued 
orchestration of the ecclesiastical variety. 
From the opening track Playground Love 
and its heart-wrenching lyrics, to the final 
utter, utter trauma of Suicide Underground 
with its distorted narration, the record 
can’t fail to disturb. While it may suggest 
Pink Floyd on occasion, it benefits from the 
DJ Shadow touch of repeating leitmotifs 
across the tracks, which bigs up the haunt¬ 
ing vibe and defines the soundtrack. 
Definitely not dinner party music. DM 


PinflL PRDTRSV BODBOZB! 
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Consider yourself an accomplished player? In this nem section, 


Take Up The Challenge 


PSm puts your skills to the test. The follouiing challenges haue 
been set by the gaming Gods in the PSIJI team to test your mettle. 


'I 



Gran Turismo 2 


9 # # # # Pop in this month's demo disc and partake in some truly manic racing. 
# Strap yourself into the Subsonic machine, head to the Dutuiorld level a 
and choose full force mode. If you're getting lap times under 00:12:00 J 
then you can consider yourself a gaming champ. A 


Spin the Rrcade disc into your console, floiu choose 
single player, rally, rally car, the Hlitsubishi , 
Lancer Evolution and the Tahiti Road track. If J 
you can beat 1:15.978, you're a budding Colin 1 
ITlcRae or Cody Crocker. 


Ittlt Choose demolition mode, drive the Renegade and race at the 
* • Pitbull Speediuay. Try and min the race and score over 

18,250 points in the process. 




Race uiith the Augusta Racing Team in the 
fTIulsanne car and get a lap time (either the a 
first or second lap] of 1:05:00 or better. y 


LLlu-Tang: Taste The Pain 


Using only three continues for each member, try and get all 
36 chambers for each. 


Thrasher: Skate S Destroy 

Get a score greater than 55,000 on the HomeTomn level (level 1). Gun 
skaters should be able to reach this score quite easily 


Finish the first Resident Evil in under 1 hour and 15 minutes. 


PS/77 master Skater High Score Honour List 


Using Andy Reynolds during a single run on the warehouse level, the following gamers scored: 


■ PlayStation 


Gauin picks himself up a copy of 
Thrasher: Skate B Destroy as he 
requested. UJell done! 


For other top scores for Tony Hawk's Skateboarding from around the world, check out Reversoft's authorised 
liieb site at mmm.godflesh.com/thps/ 


Head out to the track in adventure mode and play a 
Relic Race at Crash Cove. If you achieve a time under 
0:54:00, then you may possibly be half bandicoot! You 
should also send in your time and relevant evidence and 
you could make it to the coveted PSM high scone table. 
Good luck! 


Please supply clear evidence. Any late entries or times scored with 
the assistance of cheat codes cannot be accepted, 

Send us proof of your killer time by photographing the screen or send¬ 
ing us 8 videotape, if your score is the highest received by tbs end of 
the month, pul! be immortalised as a gaming guru in the pages of June 
PSIJI and sent the game of your choice from this month’s reviewed 


Tips for taking photographs: Using a fast film and turning off the flash 
to cut down an screen reflection, paint the camera at the telly and 
snap away, The darker the room, the better. 

Tips fof taking videos: lilo only need you ta record your score, so pap 
re a video tyoul! ftsed a spore channel on the video far yarn 
Plantation) end pfess Record 

Send this coupon and proof at your score to Take lip The Challenge, 
Official PtyStatiw Magazine, Pfi Boh ROBB, Sydney 0.8(111028. 
Entries close April 30 and Ihe winner will he published in the June 
issue of PSIJi. ilia cannot return videos and photographs unless you 
mcaide a seif-addressed envelope with the appropriate postage. 


2. Ben Stewart 

NSW 

339,971 

3. Simon Baker 

NSW 

328,621 

4. Kris Rule 

QLD 

320,493 

5. Tim Williams 

NSW 

319.392 

6. Kevin Garcia 

NSW 

295.886 

7. Matthew Oakes 

NSW 

290,094 

8. Michael Butter 

NSW 

263,774 

9. Sean Gazzard 

NSW 

262,765 

10. Alex Amenta 

VIC 

260,235 

11. James Crossley 

NZ 

256,315 

12. Antony Pryde 

VIC 

252,177 

13. Brad Thomas 

NSW 

251,594 

14. Keryn Hamilton 

OLD 

W8£k 230004 !§§ 

15. Matthew Beardsmore 

SA 

221,771 
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most uianted 


Australia's most uianted. These are the games that Official 
PlayStation fflagazine readers are most encited about. Horn 
about you? LUrite to the normal address and tell us luhat you're 
dying to play, and even luhat you're not! 




1. Duke flukem: Planet Of The Babes 

One of videogaming's biggest legends is 
set for a big comeback! 

Release date: Hpril 

22% of uote up l 


2. Colin fllcRae Rally 2 

This rally sim mill hopefully mark yet 
another improvement in realism. 

Release date: April 

22% of uote down 1 


3. IIIUIP Smackdown 

Violence and snappy choreography 
equals top fun. 

Release date: Rpril 

13% of uoto 


M. Syphon Filter 2 

Gabe Logan returns for more shoot 'em up 
and adventure action. 

Release date: Rpril 

10% of uote "I"" ®"l'U 


5. TQCR World Touring Cars 

Challenge mount Panorama inside your 
dream machine. 

Release date: June 

9% of uote down Z 


6. IRicro maniacs 

This rnacky nem racer has everything 
needed to please. 

Release date: Rpril 

B% of UOtB up 2 



7. Driuer 2 

more funky underworld crime from the 
team at Reflections. 

Release date: October 

6% of UOtB doum 


B. Ghoul Panic 

flamco's nem shoot 'em up is hilarious and 
entertaining. Look out for it. 

Release date: Rpril 

5% Of UOte new antru 


S. Rally masters 

Cveryone mants to knom, can the master 
challenge Colin? 

Release date: may 

3% of UOtB HBW entry 


10. Dukes of Hazzerd 

Hazzard County and the General Lee are 
back. 

Release date: Rpril 

2% Of UOte new entry 


comingsoon > >>>>>>>>>>>> 

At the time of going to press, this is the definitive list as to oihen you can 
purchase the latest PlayStation games. However, please bear in mind that 
making videogames is an eKtremely volatile process, and release dates are 
likely to fall down quicker than a pommy cricket team's tail-end batsman. 
Please phone your friendly neighbourhood games store to check the game 
is in stock before you smash open your piggy bank. 


April 2000 ■ Future Releases (cont’d) 


Arcade Party Pack Midway/Metro Games Retro collection Dragon Valor Namco/Sony Role-playing adventure 


Barbie Super Sports 

Mattel/Sony 

Girls sports sim 

Caesar's Palace 2000 

Interplay 

Casino sim 

Colin McRae Rally 2 

Codemasters/Ozisoft 

Rally sim 

Duke Nukem: Planet Babes 

GT 

Shoot 'em up 

Dukes Of Hazzard 

Southpeak/Ubi Soft 

Racing 

Euro 2000 

EA Sports 

Soccer sim 

Everybody’s Golf 2 

Sony 

Golf sim 

Gekido 

Infogrames/Ozisoft 

Beat 'em up 

Ghoul Panic 

Namcc/Sony 

Gun shoot ’em up 

Grandia 

Ubi Soft/Jack Of All Games 

Role-playing game 

Jimmy White's Cueball 2 

Virgin/Ozisoft 

Snooker sim 

MediEvil 2 

Sony 

Action adventure 

Metal Gear Solid Platinum 

Konami/GT 

Action adventure 

Muppet RaceMania 

Sony 

Kart racing 

NHL Blades Of Steel 2000 

Konami/GT 

Ice hockey sim 

Prince Naseem Boxing 

Codemasters/Dzisoft 

Boxing sim 

Radikal Bikers 

Infogrames/Ozisoft 

Pizza delivery 

Ronaldo V-Soccer 

Infogrames/Ozisoft 

Soccer sim 

Rugrats Studio Tour 

THQ/GT 

Kids platformer 

Star Ocean: Second Story 

Enix/Sony 

Role-playing game 

Star Wars Jedi Power Battles LucasArts/Metro Games 

Fighting adventure 

Syphon Filter 2 

989/Sony 

Action adventure 

Vandal Hearts II 

Konami/GT 

Role-playing game 

World Snooker 

Codemasters/Ozisoft 

Snooker 

WWF Smackdown 

THQ/GT 

Wrestling sim 

May | 

Alien Resurrection 

Fox/EA 

Action adventure 

Ballistic 

THQ/GT 

Puzzler 

Battle Tank Assault 

3DQ/Sony 

Shoot 'em up 

FI Racing Championship 

Ubi Soft/Jack Of All Games 

FI racing 

Infestation 

Ubi Soft/Jack Of All Games 

Action 

Legend of Legaia 

Contrail/Sony 

Role-playing game 

Pool Palace Academy 

Ubi Soft/Jack Of All Games 

Pool sim 

Rally Masters 

Infogrames/Ozisoft 

Ratty racing 

Rescue Shot 

Namco/Sony 

Gun shoot 'em up 

Future Releases 

All Star Tennis 2000 

Ubi Soft/lack Of All Games 

Tennis sim 

Alone In The Dark 4 

Infogrames/Ozisoft 

Action adventure 

Alundra 2 

Activision 

Role-playing game 

Armorines 

Acclaim 

Shoot 'em up 

Baldur's Gate 

Interplay 

Role-playing game f 

Batman 

Ubisoft/Jack Of All Games 

Action adventure 

Bishi Bashi Special 

Konami/GT 

Mini games 

Chase The Express 

Sony 

Action adventure 

Civilization: Call To Power 

Activision 

Strategy 

Commandos 2 

Eidos/Ozisoft 

Strategy 

Dance Dance Revolution 

Konami/GT 

Dancing sim 

Dark Stone 

Take 2/Jack Of All Games 

Beat 'em up 

Destruction Derby 3 

Psygnosis/Sony 

Racing 

Dinosaur 

Ubi Soft/Jack Of All Games 

Platformer 

Donald Duck 

Ubisoft/Jack Of All Games 

Platformer 


Driver 2 

Reflections/GT 

Car adventure 

Earthworm Jim 3D 

Shiny/Interplay 

Platformer 

Evil Dead 

THQ/GT 

Scare ’em up 

Final Fantasy IX 

Square/Sony 

Role-playing game 

Flintstones Bedrock Bowling Ubi Soft/Jack Of All Games 

Bowling sim ^j|H 

Gauntlet Legends 

Midway/Metro Games 

Fantasy action 

GTA: Miami 

Take 2/Jack Of All Games 

Car adventure 

Hogs Of War 

Infogrames/Ozisoft 

Strategy 

In Cold Blood 

Revolution/Sony 

Action adventure 

Jackie Chan 

Radical/Sony 

Scrolling beat 'em up 

Jet Rider 3 

Rage/Sony 

Racing 

Joe Blow 

Take 2/Jack Of All Games 

Platformer 

Jungle Book 

Ubi Soft 

Platformer 

Karting World Championship Midas/Metro 

Kart racer 

Kiss: Psycho Circus 

Take 2/Jack Of All Games 

Shoot 'em up 

Konami Rally 

Konami/GT 

Rally sim 

Legend Of Dragoon 

Sony 

Role-playing game 

Martian Gothic: Unification 

Take 2/Jack Of All Games 

Shoot 'em up 

Messiah 

Interplay 

Shoot 'em up 

Mike Stewart Boarding 

Midas 

Body boarding sim 

Motorhead 2 

Infogrames/Ozisoft 

Futuristic racer 

N.Gen 

Infogrames/Ozisoft 

Flight sim 

Nightmare Creatures 2 

Activision 

Action adventure 

Olympic Games 

Eidos/Ozisoft 

Sports sim 

Planet Of The Apes 

Fox/EA 

Action adventure 

Premier Manager 2000 

Infogrames/Ozisoft 

Soccer management sim 

Rayman 2 

Ubi Soft/Jack Of All Games 

Platformer 

Resident Evil Survivor 

Capcom/Ozisoft 

Gun shoot ’em up 

Rollerball 

MGM/EA 

Futuristic sport sim 

Rugby 2000 

EA Sports 

Rugby sim 

Saboteur 

Eidos/Ozisoft 

Adventure ; ||| 

Sheep 

Empire/QV Software 

Herd 'em up 

Simpsons Bowling 

EA 

Bowling sim 

Simpsons Wrestling 

EA 

Wrestling sim 

Spider-Man 

Activision 

Action 

Speedball 2100 

Empire/QV Software 

Future sport 

Star Trek: Red Squad 

GT 

Space combat 

Suikoden 2 

Konami/GT 

Role-playing game 

Tanktics 

Infogrames/Ozisoft 

Strategy 

The Nomad Soul 

Eidos/Ozisoft 

Adventure 

Team Buddies 

Psygnosis/Sony 

Arcade battle ’em up 

Tenchu 2 

Activision 

Fighting adventure 

Test Drive 6 

Infogrames/Ozisoft 

Racing 

Time Crisis: Project Titan 

Namco/Sony 

Gun shoot 'em up 

TOCA World Touring Cars 

Codemasters/Ozisoft 

Racing HUH 

Tombi 2 

Whoopee Camp/Sony 

Platformer 

Tony Hawk Skateboarding 2 Activision 

Skateboarding sim 

Unreal 

GT 

Shoot ’em up 

Wacky Races 

Infogrames/Ozisoft 

Racing 

Wild Wild West 

Southpeak/GT 

Action adventure 

X-Men Mutant Academy 

Activision 

Beat ’em up 
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PSMchart sSrecommended 


TOP 40 GRIT1ES 

The movers and the shakers, the top dogs and the sad puppies, the high-rollers and the 
low-lifes... Here, in its entiretg, is the PS/77 Top HO - thanks to Hmart and GfH. 


TRLHIflG SHOP 

Enough of our yakking, you want to know what PlayStation fans have actually spent their hard 
earned dollars on this month. LUe took a peek in the bags of this unsuspecting lot to find out. 



This month sees Crash Team Racing topping the charts, proving 
that the Haughty Dog team ere no amateurs iuhen it comes to 
racing games. The original Oran Turismo\s still a popular choice 
amongst punters - almost turn years after it mas first released! 


Developer Distributor 


BROUGHT 

T 0 V 

0 U B VI 

Z 

R fl D j 

m 

MARKETING ■ 
SERVICES 1 

s/ 


" 


Crash Team Racing Combo Pack 
Gran Turismo Platinum 


Tomorrow Never Dies 

Crash Bandicoot 2 Platinum 

Need For Speed IV: High Stakes 

Tony Hawk’s Skateboarding 

Final Fantasy VIII 

Spyro 2: Gateway To Glimmer 

Tekken III Platinum 

Tomb Raider: The Last Revelation 

Crash Bandicoot Platinum 

Croc 

Tarzan 

Crash Team Racing 

Barbie Race And Ride Combo Pack 

Pac-Man World 

Driver 

Formula One ’99 
Shane Warne Cricket ’99 
FIFA 2000 
MediEvil Platinum 
Championship Motocross 
Mickey’s Wild Adventure Platinum 
Toy Story 2 

Colin McRae Rally Platinum 
Final Fantasy VII Platinum 

Dino Crisis 

Barbie Race And Ride 

Croc 2 

Spyro 2: Gateway To Glimmer Bundle 
Time Crisis Platinum 
WCW Mayhem 
Syphon Filter 

Need For Speed: Hot Pursuit 
Small Soldiers 
Grand Theft Auto 2 
Speed Freaks 
Hercules Platinum 
Ridge Racer Type 4 
Die Hard Trilogy 


Naughty Dog 
Polyphony 


Black Ops 
Naughty Dog 
EA 

Neversoft 
Square 
Insomniac 
Namco 
Core 
Naughty Dog 
Fox 

Disney Interactive 
Naughty Dog 
Runecraft 
Namco 
Reflections 
Psygnosis 
Codemasters 
EA Sports 

Sony 
Funcom 
Disney 
Traveller’s Tales 
Codemasters 
Square 
Capcom 
Runecraft 
Fox 

Insomniac 

Namco 

EA 

989 Studios 
EA 

Dreamworks 
DMA Design 
Funcom 
LucasArts 
Namco 
Fox 


EA 

Sony 

EA 

Activision 
Sony 
Sony 
Sony 
Ozisoft 
Sony 
EA 
Sony 
Sony 
Sony 
Sony 
GT 
Sony 
Ozisoft 
EA 
Sony 
GT 
Sony 
Activision 

Ozisoft 

Sony 

Ozisoft 
Sony 
EA 
Sony 

Sony 

EA 

Sony 
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■ PlayStation 


flame: Hristian 

Occupation: Student 

Bought: He si dent Evil 3 flemesis 


find why... 

“I’m a big fan of the horror survival genre.” 



cm 

_ S 

sl 4 ff* T 

PlayStation 

flame: Paul 
Occupation: Student 
Bought: Silent Hill 

find why... 

“I played it at my friend’s house and it has 
great graphics.” 



flame: Tim 

Occupation: Student 
Bought: Driver 

Rnd why... 

“I’ve hired it nearly 20 times, so I thought 
it was about time to shell out the money 
and buy it!” 


flame: Luke 
Occupation: Student 
Bought: flBH Live 2000 

Hnd why... 

“I love playing basketball games and this 
is the closest thing on the PlayStation...” 


Official Plantation fflagazine 

RECommenDED 


Pear Effect 


Fear Effect marks yet 
another twist in the life 
of our beloved 
PlayStation. Here is a 
genre-busting game 
that has all the twists 
and turns that you’d 
normally expect from a 
Hollywood feature film. 
Watch out for the fan¬ 
tastic camera angles 
and the ‘letterbox’ view 
that gives it a true cine¬ 
matic style. 8 


ISS Pro Evolution 


This soccer sim is fast 
becoming the premier 
game for residents of 
PSM Towers - and 
that’s nothing to scoff 
at! ISS Pro Evolution 
represents soccer at 
its finest and at its 
most realistic. Short 
of being the best 
looking soccer sim, it 
definitely wins in the 
gameplay stakes. 
Superb. 10 


International Track 
8 Field 2 


There’s not a great 
deal of athletics 
games out at the 
moment, but PSM 
reckons that 
International Track & 
Field 2 is the finest 
available to date. 
Eidos’ Olympics 
game may top it 
later this year, but 
until then we’re 
happy with this fun 
button-basher. 8 


Cool Boarders M 


Snowboarding games 
are just getting better 
and better. Lovers of 
this extreme winter 
sport have been spoilt 
silly with the amount of 
games available to 
them. 989 Studios’ 

Cool Boarders 4 takes 
the cake as being the 
best snowboarding sim 
on store shelves, with 
new mountains and 
improved graphics. 8 
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1M 


Men Air 
Attack 

68.95 


Medal of 


Tomorrow 


Raider- 
The Last 
Revelation 

88.95 


Quake II 


KM7011 










[greymatter] 


brain take the strain out of any purchases for that little grey bon. fleural 
been searched and brain cells destroyed simply to bring you this hot 100. 


Let our mighty 
networks haue 










a 


no. of players 



UJ An excellent adventure incorporating 
great puzzles and massive levels. 


40 Winks 


3D adventure $89.95 


NZ$119.95 


Slow-paced, colourful platformer that 
young kids will love. 


NZ$39.95 


platformer 


Combat/flight $69.95 

sim NZ$79.95 


Ace Combat 3: 


A fantastic flight sim that mixes skill with 
military know-how. 


The quintessential Australian game now 
on PlayStation, and it’s great fun. 


NZ$99.95 


Alundra 


Zeida for the PlayStation 
compulsively addictive. 


3D platformer $69.95 

NZ$79.95 


The monkeys will drive you bananas in 
this challenging platformer. 


$59.95 

NZ$59.95 


Anna Kournikova’s Tennis sim 


Cute, fun, tennis action - multiplayer 
mode is a winner. 


Smash Court Tennis 


Beatmania 


One of the funkiest PlayStation games and 
hilarious with your mates.. 


NZ$TBA 


Bloody Roar 2 


A fine, quick, responsive fighting 
machine to unleash the animal in you. 


NZ$99.95 


Bust A Groove 


If Saturday Night Fever were a game, 
then this would be it. 


NZ$79.95 


Bust-A-Move 4 


Puzzle 


Simple yet infuriatingly addictive 
puzzle game. 


NZ$99.95 


Killer driving $89.95 

game NZ$109.95 


Carmageddon 


Offers a great two-player mode and a 
bootioad of cars and tracks to run riot on. 


Championship 

Motocross 


Fast and muddy mayhem with the 
crusty demons of dirt. 


NZ$99.95 


racing 


If you want to learn or play chess, look 
no further than this. 


NZ$99.95 


A compulsory purchase for all racing 


NZ$69.95 


McRae Rally 


Rallying reaches new heights of realism 
fast, scary and varied. 


McRae Rally 2.0 


$49.95 

NZ$49.95 


Colony Wars: 
Red Sun 


Challenging and compelling 
space combat. 


combat 


Command 


Strategic 

warfare 


Military strategy on a very small scale. 


& Conquer 


NZ$49.95 


Snowboarding $89.95 
sim NZ$99.95 


The fourth (and best) instalment of the 


Platformer 


The best value-for-money platformer on 
the market. 


NZ$39.95 


$39.95 

NZ$39.95 


Crash Bandicoot 


Platformer 


Loads of variety and brilliant fun for fans 
of the bushy-browed marsupial. 


3; Warped 


Crash Team Racing Kart racer 


Fantastic party game that stars the 
world's favourite bandicoot. 


NZ$79.95 


pesiHaias 


Cricket 2000 


Cricket 


The best cricket game on PlayStation 
but Warne is just as much fun. 


3D platformer $79.95 

NZ$99.95 


Reptilian fun complete with gobbos, 
special challenges and even boat racing. 


.itelllilis 


Destruction 


Racing game $39.95 

NZ$39.95 


Great value crash-and-smash racing. 


Derby 2 


Puzzler 


Eccentric puzzler which intrigues 
and frustrates. 


NZ$59.95 


Description 


dnra 
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Title 

Style 

Price 

Icons 

Description 

Score 

Die Hard Trilogy 

Arcade 

$39.95 

SBBBBiMEBQ 

Three good games for the price of one. 

8 


adventure 

NZ$39.95 

_ 



Dino Crisis 

Action 

$69.95 


Nasty Jurassic adventure for your PlayStation - 

9 


adventure 

NZ$99.95 


suitably gory. 


Discworld Noir 

Point ’n’ click 

$79.95 


The most atmospheric and visually 

8 


adventure 

NZ$99.95 


stunning adventure of its type. 


Doom 

First-person 

$29.95 


The classic spooky first-person shoot ’em up. 

8 


shoot 'em up 

NZ$99.95 




Driver 

Car chaser 

$89.95 


A new concept in driving games, 

9 



NZ$99.95 


gorgeous to look at. satisfying to play. 


Duke Nukem: 

Shoot ’em up 

$69.95 


Humourous but violent 3D blaster. 

8 

Time To Kill 

adventure 

NZ$59.95 




Eagle One: Harrier 

Flight sim 

$89.95 

ggjBBBMllMI] 

A top-notch flight sim with massive areas. 

8 

Attack 


NZ$109.95 



Everybody's Golf 

Arcade golf 

$69.95 


One of the best sports games you 

8 



NZ$69.95 


can buy. 


Fear Effect 

Action 

$89.95 


This is a genre-busting, puzzle filled adventure 

8 


adventure 

NZ$99.95 


that has cinematic presentation. 


FIFA 99 

Soccer sim 

$79.95 

H0HBBBBBB 

Stunning visuals and lots of fun to play. 

8 



NZ$99.95 




Final Fantasy VIII 

Role-playing 

$89.95 

flglSSIIIIHQ] 

A role-playing masterpiece and one of the 

10 


game 

NZ$99.95 

most mesmerising games ever. 


Final Fantasy VII 

Role-playing 

$39.95 


An epic role-playing adventure that 

10 


game 

NZ$39.95 


everyone can enjoy. 


Formula 1 '99 

Motor 

$79.95 

isisima 

This is a comprehensive FI game with superb 

8 


racing sim 

NZ$99.95 

handling and visuals. 


Gex: Deep Cover 

Platformer 

$89.95 

MU - 

Platforming fun with the wise-cracking lizard. 

7 

Gecko 


NZ$119.95 




G-Poiice. 

Flight sim/ 

$69.95 


Great dogfighting and flying gameplay - 

8 

Weapons Of Justice 

shooter 

NZ$69.95 


an excellent sequel. 


Gran Turismo 

Sports 

$39.95 

; EH0BSBBBB0 

The second-best racing game ever made. 

10 


car racing 

NZ$39.95 




Gran Turismo 2 

Sports car 


The very best just got better. More cars, tracks 

10 


racing 

NZ$89.95 

. . 

and rally racing. 


Grand Theft 

Auto 2 

Criminal action 

adventure 

$89.95 

NZ$119.95 


Controversial and addictive, GTA2 will have you 

in a virtual underworld of crime. 

9 

Grandia 

RPG 

$79.95 

NZ$109.95 


One of the best RPG's available, with a massive 

scale and involving story. 

8 

International Track 

Athletics sim 

$79.95 

3H0HBBBBBE 

This title has a few new events, with noticeably 

7 

& Field 2 


NZ$99.95 


better graphics. 


ISS Pro Evolution 

Soccer sim 

$79.95 


The Konami team have outdone themselves 

10 



NZ$109.95 

------- - - - — 

once more with the best soccer game ever. 


Jonah 

Lomu Rugby 

Rugby sim 

$89.95 

NZ$109.95 


The best (and only) rugby sim out there. 

8 

Kensei: Sacred Fist 

Beat ’em up 

$89.95 

B0BBBBBBID 

Not flash looking, but really packs a solid punch. 

9 



NZ$99.95 



KKND: Krossfire 

Strategic 

$89.95 


Fantastic Australian-made warfare 

9 


warfare 

NZ$99.95 


strategy game. 


Knockout Kings 2000 

Boxing sim 

$79.95 

- - 

Legendary champions and great looks make 

8 



NZ$99.95 


this the best boxing sim out there. 


Kurushi Final 

Puzzler 

$69.95 

NZ$69.95 


An enthralling mental workout for PlayStation 

owners. 

7 

Le Mans 24 Hours 

Touring car 

*79.95 *^BOHBBB> 

No challenger to the Gran Turismo games, but a 

7 


racing 



strong racer in its own right. 


Legacy Of Kain-. 

3D adventure 

$89.95 


Tomb Raider with vampires. Superb. 

9 

Soul Reaver 


NZ$109.95 




LMA Manager 

Soccer 

$89,95 


The best soccer management title yet. 

9 


management 

NZ$89,95 




MDK 

Third-person 

$89.95 


An intelligent and groundbreaking blaster. 

8 


blaster 

NZ$99.95 




MediEvil 

Arcade 

$39.95 

^BSBBHBBBQ 

Fun and very playable adventure romp. 

7 


adventure 

NZ$39.95 

.. ... 



Metal Gear Solid 

Sneak ’em up 

adventure 

$49.95 

NZ$69.95 


Simply the best game ever made, now on 

Platinum. 

10 
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Style 


Price 


Description 


Score 





ilbge Stage li 






no. of players 


Metal Gear Solid: 

MGS training 

$49.95 


Metal Gear devotees will love it, but it doesn't 

7 

Special Missions 

missions 

NZ$69.95 


have the magic of the real game. 


Micro 

Dinky racer 

$49.95 


Cute and addictive mini racing action. 

9 

Machines V3 


NZ$59.95 




Micro 

Wacky racer 

$79.95 

* 1 -[?■■■■■:>" 

There’s no finer eight-player racing game on 

9 

Maniacs 


NZ$119.95 


PlayStation. 


Monkey Hero 

RPG/arcade 

$89.95 


Simple and satisfying adventure - a perfect 

8 


adventure 

NZ$99.95 


introduction to RPGs for youngsters 


Mortal Kombat 3 

Beat ’em up 

$89.95 


A fun, old-style, gory beat 'em up. - 

8 



NZ$39.95 




Motorhead 

Racing 

$49.95 

*\~uomuum^ 

Underrated futuristic arcade racing game. 

9 



NZ$69.95 




MTV Sports.- 

Snowboarding 

Snowboarding 

sim 

$89.95 

NZ$119.95 


A fine, more trick-orientated rival to the Cool 

Boarders games. 

8 

Music 2000 

Music creation 

$79.95 


An improved interface with more options, 

9 



NZ$119.95 


this is better than its great predecessor. 


NBA Live 2000 

Basketball sim 

$89.95 

BrfnCMlTTTBl 

The newly crowned basketball king for 

9 



NZ$99.95 


the PlayStation. 


Need For Speed : 

Racing 

$79.95 


Race the cops on open roads in high 

8 

High Stakes 


NZ$99.95 


performance sports cars. 


NFL Blitz 2000 

American 

$89.95 

1S8IIIIIS 

Fantastic and addictive gameplay that will have 

9 


football sim 

NZ$99.95 


you reaching for the Gatorade. 


NHL 2000 

Ice hockey 

$89.95 


Fast and furious, this is the supreme ice 

9 


sim 

NZ$99.95 


hockey simulation. 


Oddworld: 

Abe's Exoddus 

Fiatfcrm 

adventure 

$69.95 

NZ$69.95 


More engaging and quirky platform 

adventuring. 

8 

Oddworld: 

Platform 

$49.95 


Full of bright ideas and originality. 

9 

Abe's Oddysee 

adventure 

NZ$49.95 




Omega Boost 

3D shooter 

$59.95 


One of the best 3D shooters on PlayStation. 

8 



NZ$69.95 




Pac-Man World 

Platformer 

$59.95 


Celebrate Pac-Man’s 20th birthday with this 

8 



NZ$69.95 


silky-smooth platformer. 


PaRappa The 

Rap 'em up 

$59.95 

\m 

Before Jammer Lammy there was PaRappa. 

9 

Rapper 


NZ$99.95 


Hilarious fun if you can find ft. 


Pocket Fighter 

Dinky beat 'em 

$89.95 


Hard to find these days, but a worthy 

8 


up 

NZ$99.95 


2D fighting game - honest! 


Point Blank 

Shoot ’em up 

$59.95 

ffii ■■■[£■■00 

Accurate gunplay that is addictive 

8 


adventure 

NZ$99.95 


and entertaining. 


Point Blank 2 

Shoot ’em up 

$59.95 

eiBHSHE 

Highly addictive puzzle game with a gun - 

7 


adventure 

NZ$69.95 


a great sequel with the Doctors. 


Quake II 

First-person 

$89.95 

f bbhbi ■ ! ■ a 

An extremely impressive conversion to the 

10 


shooter 

NZ$99.95 


PlayStation. Don’t miss this one! 


RC Stunt Copter 

Helicopter/flight 

$89.95 


Tricky and fun radio-controlled helicopter 

8 


sim 

NZ$99.95 


mayhem 


Ready 2 Rumble 

Arcade boxer 

$89.95 


An entertaing boxing game with more flair than 

7 

Boxing 


NZ$119.95 


any other! 


Resident Evil 2 

Scary 

$49.95 


More horrific, zombie-filled, 3D 

10 


adventure 

NZ$109.95 


adventuring. 


Resident Evil 3 

Scary 

$89.95 


A brilliant and horrific adventure that will 

9 

Nemesis 

adventure 

NZ$99.95 

challenge the best gamers. 


Re-Volt 

Arcade racer 

$89.95 


Radio-controlled racing madness through 

7 



NZ$99.95 


urban-fantasy worlds. 


Ridge Racer Type 4 

Arcade racer 

$89.95 


The finest arcade racing game 

9 



NZ$89.95 


that your money can buy. 


Rollcage Stage II 

Futuristic racer 

$49.95 


Defy gravity once more in this excellent racer. 

9 



NZ$99.95 




Rugrats Studio Tour 

Kids platformer 

$89.95 


Variety and challenges make this a worthy 

8 



NZ$109.95 

'. — • wwwww ■ .1. 

kids game. 


R-Type Delta 

Shoot ’em up 

$89.95 


Retro blasting to make you weep 

7 



NZ$109.95 


with happiness. 


Shadow Man 

3D action 

$89.95 


Big and challenging adventure worth a try. 

7 


adventure 

NZ$109.95 



Shane Warne 

Cricket sim 

$49.95 


Joy as cricket comes to the PlayStation. 

9 

Cricket ’99 


NZ$59.95 
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Title 

Style 

Price 

Icons 


Description 

Score 

Silent Hill 

Horror 

$89.95 


IBBQ 

Plenty of gory stuff packed into this disc - 

8 


adventure 

NZ$119.95 



don’t play this game alone. 


Sled Storm 

Snowmobile 

$89.95 


A very playable game that has great jumps, 

8 


racer 

NZ$99.95 



shortcuts and crazy tricks. 


Smurfs 

Platformer 

$79.95 

BBBBBI 

IBBQ 

A game that has been designed with young 

7 



NZ$99.95 



children in mind. 


Soul Blade 

Beat ’em up 

$39.95 


IB BU 

This is hack and slash fighting for the 

8 



NZ$99.95 



PlayStation. Not for the uninitiated. 


Speed Freaks 

Kart racing 

$69.95 


Cheerful multiplayer racing game with colourful 

8 



NZ$79.95 



characters and tracks. 


Spyro The Dragon 

Platformer 

$39.95 

NZ$39.95 

; m 

m 

u 

m 

IBB 

Control that charming little purple dragon called 

Spyro through a cutesy adventure. 

8 

Spyro 2: Gateway To 

3D adventure 

$69.95 

bbbbb 

IBBQ 

Cute 30 platformer with much charm 

9 

Glimmer 


NZ$79.95 



and challenge. 


Star Wars: The 

Phantom Menace 

3D adventure 

$79.95 

NZ$109.95 

|#S(M 

IBBQ 

Accurate and compelling simulation of an 

amazing movie. 

9 

Street Fighter 

Alpha 3 

Beat ’em up 

$89.95 

NZ$119.95 

jgBSBBB 

■BBS 

The best of the Street Fighter bunch. 

9 

Super Puzzle 

Puzzler 

$89.95 


IBBIU 

Hilariously mad Japanese puzzle antics. 

6 

Fighter 2 


NZ$119.95 





Syphon Filter 

3D adventure 

$69.95 

NZ$79.95 

HjjlBBiia 

IBBQ 

Multiple objectives keeps this espionage game 

interesting. 

8 

Syphon Filter 2 

3D action 

$69.95 

ialiBBB 

IBBIU 

Even better than its popular predecessor. 

9 


adventure 

NZ$89.95 





Tarzan 

Platformer 

$79.95 

|BI ■■■ 

IBBQ 

Solid kids platformer with great graphics, strong 7 



NZ$79.95 



characters and good variety. 


Tekken III 

Beat ’em up 

$39.95 

3BSBBB 

IBBU 

The beat ’em up to beat all beat ’em ups. 

10 



NZ$39.95 





Tenchu 

Action 

adventure 

$49.95 

NZ$99.95 

Bl BBB 

IBBQ 

A hugely entertaining and challenging ninja 

game. 

7 

Theme Park World 

Strategy 

$49.95 

leiaBB 

IBBQ 

Build and manage a park to rival Disneyland - 

8 



NZ$59.95 



then enjoy the rides yourself. Top fun. 


Thrasher: 

Skateboard sim 

$89.95 

BP BBB 

IBBQ 

Not quite up to the lofty standard set by Tony 

8 

Skate & Destroy 


NZ$99.95 



Hawk, but a top game nonetheless. 


Time Crisis 

Shoot ’em up 

$39.95 

BBBBBISflflQ 

The grooviest, bloodiest lightgun 

9 


adventure 

NZ$99.95 



adventure. 


TOCA: Touring 

Motor racer 

$39.95 

B3BESBBBBGD 

Amazingly realistic and detailed racing car sim. 

9 

Car Championship 


NZ$79.95 





Tomb Raider: 

3D adventure 

$89.95 

IbHabbi 

IBBQ 

Atmospheric, beautiful and well-crafted for 

10 

The Last Revelation 


NZ$119.95 



unlimited exploration! 


Tony Hawk's 

Skateboarding 

$89.95 


Finally a skating game worthy to add to your 

9 

Skateboarding 

sim 

NZ$99.95 



collection. 


Urn Jammer 

Musical party 

$59.95 

BBBBBI 

IBBQ 

The wacky sequel to PaRappa with a collection 

8 

Lammy 

game 

NZ$69.95 



of guitar-based tunes. 


Vandal Hearts II 

RPG 

$89.95 

SbSbbbI 

IBBQ 

A quality RPG that is challenging and 

8 



NZ$99.95 



encompasses many elements. 


V-Rally 2 

Rally racer 

$89.95 

BBBBBI 

IBBQ 

Unprecedented quality in a rally game - isn’t 

10 


adventure 

NZ$109.95 



that reason enough? 


Vigilante 8 

Driving combat 

$89.95 

SlBEB^flBBBtn 

Funky car chases and blasting action. 

9 



NZ$89.95 





Warcraft 2 

Combat sim 

$89.95 

BBBBBI 

IBBQ 

This is a highly addictive strategy warfare game. 

8 



NZ$99.95 





Warzone 2100 

Real-time 

$89.95 

BBBBSBBSU 

3D graphics and gamepiay are 

9 


strategy 

NZ$109.95 



unprecedented in this genre. 


Wild Arms 

RPG 

$59.95 

BBBBBI 

IBBQ 

Slick and polished RPG for true fans. 

9 



NZ$59.95 





Wipeout 3 

Futuristic racer 

$79.95 

.RBRBBSBBBS 

A great looking racer with an excellent, 

10 



NZ$89.95 



pumping soundtrack. 


Worms 

Turn-based 

$89.95 

Ibbbbbi 

IBBQ 

Worms is a hilarious party game that is,still as 

8 

Armageddon 

shoot 'em up 

NZ$99.95 



entertaining as ever. 


Wu-Tang: 

Beat ’em up 

$89.95 


The famous rappers star in this nasty 

8 

Taste The Pain 


NZ$99.95 



beat ’em up. This one’s violent and gory. 


WWF Attitude 

Wrestling 

$89.95 

NZ$99.95 

^BBBBBI 

IBBQ 

Slap on some oil, throw on some fancy clobber 

and may the wrestling begin. 

8 



i 







officialplaystetionmagazine I 109 





























































































Step 1: Pop up the lid and place PSff !s 
disc into your lucky PlayStation. 


Step 2: Then it really is as 
straightforward as pressing PoujBr on 
your machine. Go on, risk it. 


Step 3: Cue Sony, PlayStation and then 
Pouiarline logos. Finally the game name 
flashes on a funky background. Like this. 


StBp M: Scroll left and right with the 
D-Pad to select other demos and then 
press Start to play. 


Rny problems, just pop your disc in an 


send you a replacement. 


imagazine 


PlayStation 


Publisher: Sony 


Style: Futuristic racer 


Program Playable demo 


This stomach-churning racer, inspired by the hugely successful Wipeout series, 
takes you into a gravity-defying world of automotive lunacy. On tracks reminis¬ 
cent of Bill and Ted’s time travelling experiences, you’ll find yourself zooming 
through tubes at speeds that are simply out of this world. The first instalment 
was one of the most original racing games ever to appear on the console, and 
with improved Al and handling, Stage II is looking even better. 

In the demo, you can choose between arcade mode, where you need to pick 
up plenty of power-ups en route, and scramble mode, where you have to make 
sure that you stop in the checker board end zone. Although this might sound 
straightforward enough, one careless slip of your finger could see you relegat¬ 
ed to the back of the pack, or worse still, plunging to the bottom of the abyss. 
Remember that speed is good, but control is everything. Select one of the three 
available vehicles and race round a trio of freaky tracks. There’s also a two- 
player combat mode where you can pit your wits against a mate and battle to 
the bitter end. 

Controls 

Start Pause 

K Accelerate 

■ Brake 

▲ Reverse 

• Face forward 

L2 Zoom in 

R2 Zoom out 

LI Fire one 

R1 Fire two 

t Target car 

4* Rear-view mirror 

<-/-> Steer vehicle 


When in analog mode (LED Red), use 
the left stick to steer the vehicle. 


Additional features 

The finished game features 50 cars, 
60 tracks to race them on, and 14 dif¬ 
ferent game modes, including 
destruction, survivor, pursuit and 
the terrifying two-player combat 
mode, where opponents compete 
deathmatch-style until one of them 
plummets into the abyss. 


Further information 

PSM goes up, down, round and 
round as we put Rollcage 
Stage II through its 
paces in a review on ^ 

page 58. 












This is the complete guide to using your demo disc 


Publisher: Sony 


Publisher: Infogrames 


Style: Space action/strategy 


Program: Playable demo 


Program: Playable demo 


The PlayStation’s answer to Elite, Red Sun is the 

third in the Colony Wars series. It casts you 

as a spaceship commander on a mis- t 

sion to thrive or die in a hard vacuum. " 

At the beginning you’re a mere minion \ * 

caught up in an evil plot to destroy the Earth. 

But as time progresses and the plot thickens, 
your role becomes even more important. ^ 

In our demo you are given a choice of two 
missions - Defence and Escort Duty. Should 
you choose to defend you are required to help 
out Marjorie’s Kitchen, which is under attack and 
in urgent need of assistance. You must destroy all enemy craft on sight. 
Should you choose to accept this mission your reward will be 10,000 CR 
and a bounty paid for your assistance. You are also invited to gamble 
your earnings in Marjorie’s Casino. Should you take on the Escort Duty 
mission, you must assist in the defence of a surface convoy. Protect the 
cargo stompers and stay with the convoy, protecting them from both air 
and surface attack. Your reward will be 8000 CR plus a bounty. 


For over 75 years drivers, mechanics, cars and their follow¬ 
ers have been flocking to northern France in search of 
motor sport’s most coveted prize - the Le Mans 24 Hours. 
No other race pushes cars or drivers as far. Just completing 
this race is a feat in itself before you even think about win¬ 
ning it. Success depends on months of precision planning, 
and a carefully crafted race strategy. Infogrames’ 
videogame version aspires to recreate all that is great 
about this momentous racing marathon. 

Our demo enables you to play for a full 24 hours (well, 
providing you keep repeating it), driving a GT 2 car with 
Team Augusta. There are a number of options available, so 
you can tweak your car to your own specifications. 
Depending on the weather you might want to change your 
tyres or adjust the steering. Or, if you’re finding the race a 
bit of a drag, try fiddling with your fuel load or aerodynam¬ 
ics. During the race your car will sustain damage, so go 
easy on it. 


Additional features 

The full game gives you the 
option to race for a marathon 
24 hours in real time. 


Controls 


Controls 


L2+R2 Rear view 
L2+R2+# Quick flare launch 


Change view 

Accelerate 

Brake/reverse 

Pause/options 

Rev limit up 

Rev limit down 

Steering 

Flashlights 

Rearview 


Select primary weapon 

Fire primary weapon 

Target toggle 

Select secondary weapon 

(Hold) Fire secondary 

weapon 

Thrust 

Reverse 

(Double tap) Thrust afterburn 

(Double tap) Reverse 

afterburn 

Roll left 

Roll right 


Rdditional features 

Colony Wars: Red Sun comes under 
attack from a far friendlier PSM in a 
review on page 74 . 


Further information 

For an instant replay of all 
Le Mans’ key features 
check out our review in 
PSM 30 (page 62). ^ 


Further information 

The full game features a massive 
50 non-linear, multiple-objective 
missions, plus eight different 
ships complete with upgradeable 
weapons and on-board systems. 


Publisher: Infogrames 


Style: Racer 


Publisher: Infogrames 


Style: Racer 


Destroy, damage and demolish everything in sight, including your own car. It’s a dirty game 
but somebody’s gotta play it. Features include the one-hit kill ominously named 
Death From Above, and the suicidal Deathmatch Bowl. Those of a nervous disposi¬ 
tion, pregnant women or anyone who suffers from a heart condition should consult a 
doctor before watching this demo. And if that blows your gasket then watch out for the 
playable demo next issue. 


Some psycho has unearthed a forbidden book of black magic 
that could spell the end of civilisation as we know it. Cue 
zombies, daemons and all manner of misspelt spooky 
escapades, in which you get to play the part of a corpse. 
But hopefully not a part of a corpse. Remember, the knee 
bone’s connected to the thigh bone... Check out our 
playtest on page 66 . 
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This is the complete guide to using your demo disc 


Publisher: Sony 


Style: Snowboarding sim 


Program Playable demo 


This extraterrestrial shoot ’em up finds you in the shoes of ace crack pilot, James 
Bryant. Part of the United Earth Defence Squadron, he finds himself alone and 
stranded in space after an armada of enemy ships enter the Earth’s solar system. 
The rest of his squadron have been forced to retreat, and as the enemy continues 
to advance, Bryant has no choice but to engage in what appears to be an impos¬ 
sible battle against them. Only he can save himself and the few threads of human¬ 
ity that remain. But then again, who needs an excuse to cream wave after wave of 
Kamikaze aliens in a classic button-splitting, digit-cracking blast-fest? 

In the demo you find yourself in an asteroid belt. One of your team has suffered 
an attack by space pirates and has been captured. Your mission is to attack the 
enemy ship, destroy the fighters, and save your comrade. 


Time to grab your Sex Wax, don your 
Bermudas and hit the white waters. 
Oops, sorry that’s surfing. Well it’s practi¬ 
cally the same, they all have unwashed 
hair and wear clothes that don’t fit prop¬ 
erly. PSM takes its first look at the 
fourth in Sony’s long line of 
snowboarding successes, Cool 
^ Boarders 4. Booyakka, 
booyakka. 


Controls 


Fire 

Smart bomb 
Missile 
Select view 
Pause 
Bank left 
Bank right 
Brake 
Accelerate 


Try imagining a cross between Time Crisis and Point Blank that’s set in a 
haunted house. That’s pretty much what Ghoul Panic is like. It’s fast, mental, 
and as good a reason as any to buy yourself a G-Con 45. Developed by Namco, 
the lightgun enthusiasts behind Point Blank 1 and 2, players have to blast 
their way through a hole (g)host of spooky mini games in order to take on the 
big boss. Whoa. Bet you’re scared now, eh? Turn to page 52 for a preplay! 


Rdditional features 

The full game offers you the chance 
to fly six different spacecraft, each 
with their own performance specs 
and weapons systems. You have 
to battle your way through linear 
and free-roaming sections of 
space, and shoot off ammo like a 
runaway firework of death. As 
shoot ’em ups go, this one’s 
simply out of this world... 


Further information 

PSM’s very own crack 
review corp collected up 
a whole heap of Space 
Debris in PSM 31 (page 
70). Check it out for the 
full lowdown. 


Publisher: Ubi 


How To Use Our Download Cheats 

Stick a Memory Card in your PlayStation and pop in the 
demo. Select Download from the main menu using # and 
scroll through the saves using t and ^. Select the save you 
want by pressing K and it will be stored on your Memory 
Card. Now use these cheats on the full copies of your games. 


This imaginative RPG plunges you into a world of 
mythology and magic. Only you, playing as M 
Justin, with Sue and her pig-like pet at your side, 
can save the world’s bacon. Naturally. Several 
unlikely adventures will lead you to uncover the secrets 
of ancient civilisations, and the powers that a mysterious 
spirit stone holds. 


This save leapfrogs you straight to disc two, with 24 hours and 
51 minutes of gameplay behind you. Easy! 


This save will complete a massive 99 per cent of the game for 
you and give you access to all areas. One per cent to go... ^ 

Tomorrow fleuer Dies 

Download this save and it will immediately open up all the levf 
els in tlUgame. Now all you have to do is complete them... 

Tony Hawk's Skateboarding 


Provides access to all game levels - and more tapes. Result! 13 
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Hflnos-on TESTIflG! 


LUC GET OUR HRnDS OR THE BERST ROD 
TELL VOU UIHRT IT'S LIRE TO PLRY THE 
FIRST PLRVSTRTI00210 RUSTRRLIR. 
OOLV PSm GETS THE OFFICIAL IOSIDBIOFO! 


THE FIRST LOOK! 


• The Resident Evil 3 guide - pert 2 

• Everybody's Ball 2- first reuieui! 

• (Puppets RacelJiania road-tested. 

• The Complete Guide to Tomb 
Raider: The Last Revelation. 

• Resident Evil: Survivor preuieiued. 
t Chase The Express latest neuis. 

• PSIR talks to Russie deuelopers 
Ratbag about their PS2 games. 

• Plus all the latest neuis. tips and 
the best games reuieuied first. 


• Demolition Racer 

• Colony Wars: Red Sun 

• Radikal Bikers 

• Renegade Racers 

• Syphon Filter 2 and many more 
demos! 

• Plus download cheats for URR 
[Jlanager and exclusiue uideo 
footage of IIIUIF Smackdoum. 


luke rod Hnn ore brck - 

RflD THIS TIIT1B IT'S BUIL! 
PSm TRKES R LOOK RT THE 
flBUI STUB UJHRS GRII1S 
















famouslastwords 


ermitthefrog 



The world's most famous frog talks to PSfTl in an exclusive interview about his ne 


Official PlayStation magazine: We’re honoured to be able to speak to such 
a huge star, Kermit. Please tell us about your new game. 

Hermit the Prog: Well, it’s called Muppet RaceMania and as the title 
would suggest, it involves the Muppets and racing. 

PSm: Will all the Muppets gang be racing with you? 

HTP: It wouldn't be a Muppet game if they didn’t. Miss Piggy, Fozzie, 
Gonzo, Animal - everyone's in the game. 

PSI11: When racing, are you a mean, green driving machine, or more 
like a frog on a lily pad? 


HTP: I'm usually a pretty calm, mild mannered frog, but when I'm in a 
race, I feel the need - the need for speed. Unfortunately, most peo¬ 
ple don’t take racing frogs seriously. 

PSIT1: Why of all the PlayStation genres did you choose racing? 
Wouldn’t a fighting game or even platform game have been more 
appropriate? Or a game where you produce your own variety show? 

HTF: We wanted to do something different. I can promise you that this 
is the most different racing game you've seen. All cars have unique 
qualities and there are lots of different tracks. We're working on some 
other games now - Gonzo has an idea for a human cannonball game 
involving a new giant controller that the player would climb into in 
order to experience the feeling of being shot out of a cannon and land¬ 
ing in a variety of substances. We’re calling it 'Full Body Shock’. Sony 
are interested, but we’re having trouble finding people to test it. 

PSfll: Are you a big PlayStation gamer? 

HTF: Are you kidding? With my little spindly fingers, I was born to play. 

PSfll: What are your fauourite games? 


HTF: I play a lot of games, but I suppose I'll always have a soft spot for 
Frogger. Although it does sometimes conjure up bad memories of my 
Uncle Herb’s unfortunate encounter with a 1972 Buick. 

PSIfl: All the PSM team are big fans, and there’s lots of things we’ve 
always wanted to know. Like, what is the rainbow connection? 

HTP: I think the rainbow connection is a metaphor for making your 
dream come true. But you know, I’ve been singing “why are there so 
many songs about rainbows?” for years and now that I think about it, 
there aren't really that many songs about rainbows. 

PSIII: And why isn’t it easy being green? 

HTF: Well it's a lot easier being green now than it used to be. 

PSIII: Isn’t your girlfriend a bit of a pig? 

HTF: That’s not a nice thing to say. It sounds like you’re insulting her. 
She isn't a bit of a pig. She is a pig! There's a big difference. 

PSIII: So how is Miss Piggy, anyway? 

HTP: Miss Piggy is doing well. She's trying to decide on her next career 
move. (That’s show business talk for being unemployed). 

PSfll: Do the words “Hai-Ya!” make you jump out of your skin? 

HTF: The words don’t bother me. It's the karate chop that usually goes 
along with them that causes the bruises. 

PSIPi What’s your secret to being so attractive to the opposite sex? 

HTF: Me? Well, I just try to be myself. I think that’s the key to being 
attractive to the opposite sex - unless you’re not a nice person. If 
you’re not a nice person, you might want to try being someone else. 

PSIII: Has Fozzie told you any good jokes lately you can share with us? 

HTF: Fozzie told me about 50 jokes yesterday... So... Let’s see... Urn... 
Nope, no good jokes I can share with you. Sorry. 

PSfc Obviously you’ve enhanced the reputation of frogs as entertain¬ 
ers and you’re one of the first amphibians to make the leap into the 
mainstream, but who were your frog idols as a tadpole? 

HTP: I looked up to my parents. I looked up to my teachers. I looked up 
to my older brothers and sisters. Let’s face it - when you’re a tad¬ 
pole, you look up to everyone. 

The Muppets have been an incredible success for decades now. 
To what do you attribute your success? 

HTP: We’ve always had a lot of fun doing our shows and I think the 
audiences like to be a part of that fun. You never know what’s going to 
happen next. While that can be frustrating when you’re trying to put 
together the show, it makes for a lot of funny stuff. 

Who are some of the biggest stars you’ve worked with? 

HTP: I've been very lucky. I've worked with Billy Crystal, George Burns, 
Bob Hope, Steve Martin, Pierce Brosnan, Cindy Crawford, Martin 
Short, Ed Sullivan and The Artist Formerly Known as Prince. 

Do you envy other male pin-ups like Leonardo or Brad Pitt? 

ififci don’t envy anyone. I’m very happy with who I am. Some people 
think I envy others, but I'm always this colour. 

PSH Of all the Muppet songs, Halfwaff Down The Stairs by your 
nephew Robin is perhaps the most famous. What happened to Robin? 

RIP: Robin is a great kid. He's a normal, well adjusted frog who just 
hasn’t aged for 20 years. That's one of the nice things about being a 
Muppet - we age well. 

f PSfll Been to any good French restaurants lately? We’ve got lots of 
great ones over here, I’m sure they’d love to have you for dinner. 

yj|P: I’m sure you have some good ones, but I make it a rule to avoid 
French restaurants. It’s a frog thing - I'm sure you understand. 

Thanks your time, Kermit, we know you’re a busy frog. SH 
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EAT 

TWO MINUTE NOODLES 
UNTIL PAY DAY. 


DON'T EAT 

TWO MINUTE NOODLES 
UNTIL PAY DAY. 


IT'S YOU* CAU 


Control what you spend and you could be eating out. U pre paid mobile. 
No bills, no contracts to sign and no monthly fees, www.uchoose.com.au 
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USE IT, DON'T USE IT. IT'S YOUR CAU. 






